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to them, obtain to the playing it well. 


carcurATioxs ſor thoſe who will bet the Odds on any 
Points of the Score of the Game then playing and de- 
pending, | 


CAs Es ſtated, to ſhew what may be effected N a very good 
Player in critical Parts of the Game. 


REFERENCES to CAsEs, viz, at the End of the Rule, you 
are directed how to find them. 

CarcuvLraATlioNs, direfting, with moral comin how to 
play well any Hand or Game, by ſhewing the Chances of 
your Partner's having 1, 2, or 3 certain Cards. 


With Variety of CAs Es added in the Appendix. 


By EDMOND Ho LE, Gent. — 
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3 PENDIX, Which he has done accordingly. 

It is neceſſary to premiſe, that thoſe, who in- 
tend to read this Treatiſe, are deſired to peruſe 
= the following Calculations ; and they need only 
charge their Memories with thoſe that are 
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HE Author of this Treatiſe did pro- 
miſe, if it met with Approbation, to 
make an Addition to it by way of Ap- 


f marked with a V. B. upon which the whole 


3 of this Treatiſe depends. 


Carxcurarioxs, n with moral Cer- 
tainty, how to play well any Hand or Game, 
by ſhewing the Chances of your Par tner's hav- 
%ig 1, 2, or 3 certain Cards. 


For EXA MPLE, 


WOULD know what is the Chance of his 
having one certain Card ? 
B 2 Anſwer. 
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Anſwer. 2 
That he bas it not is M B. 2 to 1 
II. I would know what is the Chance of his 
having two certain Cards? 
e SS» com 
That he has one of them only, is 31 to 26 
That he has not both of them, 17 2 
But he that has one or both is about ) 
5 to 4, or N. B. * 
HI. I would alſo know what are the Chances 
of his having 3 certain Cards ? | 
Anſwer. 5 _ . 
That he holds one of them only, is 
325 for him, to 378 againſt him, 7 
or about 
That he has not 2 of them only, 
is 156 for him, to 547 i þ 2 2 
Him, or about 
That he has not all 3 of them, is 
22 for him, to 681 againſt tim, þ 
or about 
But that he has 1 or 2 of them, is 
481 for him to 222 againſt 
him, or about 
. that he has 1, 2, or all 3 * 
them, is about NV. B. 


13 


2 
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7 An Explanation and Application of the Calcu- 
: lations neceſſary to be underſtood hy * who 
are to read this Treatiſe. 


Firſt CALCULATION. 


1 
N 8 | 
6 8 T is 2 to 1 that my Partner has not one 
2 certain Card. 

2 


3 To apply this Calculation, let us ſuppoſe 
25 3 the right-hand Adverſary leads a Suit, of which 


 # you have the King, and one ſmall Card only, 
9 you may obſerve that it is 2 to 1 by putting on 


Jour King, that the left-hand Adverſary can- 
- not win it. 


R 
8 3 
. 


Again, let us ſuppoſe that you have the King, 
„ and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I 
would know which is the beſt Suit to lead from. 
Anfwer from the King, becauſe it is 2 to 1 that 
the Ace does not lie behind you; but it is 5 to 
4 that the Ace or King of any Suit lies behind 
: bo and conſequently, by leading from your 
Queen: Suit, you play to a —— | 


2 


24 CALCULATION. It is 5 to 4 at leaſt 
that your Partner has 1 Card out of any two 
certain Cards; the like Odds is in favour of 

Au pour right-hand and left-hand Adverſaries: 
therefore, ſuppoſe you have 2 Honours in any 
Suit, and knowing it is 5 to 4 that your Partner 
_ | holds 
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holds one of the other 2 Honours, you do by 
this Knowledge play your Game to a greater 
Degree of Certainty. 


Again let us ſuppoſe that you have the Queen 
and 1 {ſmall Card in any Suit only, and that 


left-hand Adverſary can win it, and therefore 
you play 5 to 4 to yourj}Diſadvantage. 


34 CALCULATION. It is 5 to 2 that your 1 
Partner has 1 Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have the Knave and 


1 ſmall Card dealt you, and that your right- 


hand Adverſary leads from that Suit, if you put 
on the Knave, it is 5 to 2 that your left- hand 
Adverſary has either Ace, King, or Queen of 
the Suit led, and therefore you play 5 to 2 
againſt yourſelf ; beſides, there is a further Con- 


your right-hand Adverſary leads that Suit, if 1 
you put on your Queen, it is 5 to 4 that your 


ſideration, by making a Diſcovery to your right- 


hand Adverſary, he fineſſes upon your Partner 


throughout that whole Suit. 


And in order to explain the Neceſſity there 


is of putting the loweſt of Sequences in all the 
Suits led, let us ſuppoſe that your Adverſary 
led a Suit of which you have the King, Queen, 
and Knave, or Queen, Knave, and Ten ; by 
putting on your Knave of the Suit of which 
you have the King, Queen, and Knave, it gives 

your 
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your Partner an Opportunity of calculating the 


Odds for and againſt him in that Suit, and alſo 
in all inferior Suits of which you have Sequences. 


A farther Uſe to be made of the foregoing 
Calculation; let us ſuppoſe, that you have the 
Ace, King, and 2 {mall Trumps, with a Quint- 
Major, or 5 other winning Cards in your Hand 
in any Suit, and that you have played Trumps 
two Rounds, and that each Perſon followed 


Z Trumps; in this Caſe there are 8 Trumps 


>. 


out, and 2 Trumps remaining in your Hand, 
which make 10, and 3 'I rumps which are di- 
vided between the remaining 3 Players, of which 
3 Trumps the Odds is 5 to 2 in your Favonr 
that your Partner has 1; and therefore out of 


7 Cards in your Hand, you are intitled to win 


5 Tricks. 
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8 to 9, upon the beſt Computation made at 
preſent, is about 3 and a half in the Hundred, in 
tavour of 8 with che Deal; againſt the Deal, the 
Odds is ſtill, though ſmall, in favour of 8. 


Calculations at Whiſt fer the Whole Rubber. 


UPPOSE A and B are at Play, and that A 
is 1 Game, and 8 Love of the ſecond Game 
with the Deal. 
Quere, What is the Odds throughout the 
Whole Rubber ? 

i Game Love and 9 Love of the ſecond 


Game (upon Suppoſition of 9 Love with the 


Deal) being nearly 6 to x. 

Firſt Game and 9 Love of the ? 
ſecond Game is nearly 

Firſt Game and 8 Love of the 
ſecond Game is a little more 
than the former 

Firſt Game and 7 Love of the ; 
ſecond is nearly 

Ditto and 6 Love of the ſe- 
cond is nearly 

Ditto and 5 Love of the ſe- 7 
cond is nearly 

Ditto and 4 Love of the ler 

_. cond is nearly 

Ditto and 3 Love of the ſe- 

cond is nearly 

itto and 2 Love of the ſe- 

cone is nearly 


— 

Vo 
— 
©, 
— 


4-0 I 
to 1 


to 1 


.Q 


to 1 


to 1 


Sa... Wh 
2 


to 1 
Ditto 
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e 


Co 


Ditto and 1 Loves of the ſe- 2 7 


1 Ditto and 6 Love of the ſecond 2 


* 


Ditto and 1 Love of the ſecond 6 


Firſt Game and 9 Love of the ſe- 


Ditto and 5 Love of the ſecond 


Ditto and 2 Love of the ſecond 
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$ to 2 
cond is nearly | 


The above Calculations are made with the Deal - 


Againſt the Deal. 


Suppoſe Aand B are at Play, and that is 1 
Game and any Number of Points in the ſe- 
cond Deal : 


_ cond is nearly II 


Ditto and 8 Love of the the ſecond 


Game (is a little more) FE 


Ditto and 7 Love of the ſecond 7 
is 


Oo I 


Game is 1 
Game is . 

Ditto and 4 Love of the ſecond 
Game 1s 

Ditto and 3 Love of the ſecond 


Game is 


wy 


42 fo 1 

to 1 
Game is 7 40-2 
Game 1s nearly - 0 2 


The Uſe which is to be made of the fore- 


: going Calculations, may be made by dividing 
the Stake, according to the Tables herewith 
| ict down. 


B 6 "I heſe 
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Theſe Calculations have been approved of by 
ſome of the belt Judges at Whiſt, &c. 


CHAP. IL 


Some GENERAL RULES 0 be obſerved by Br- 
GINNERS, 


HEN you lead, 3 with the beſt 
Suit in your Hand; if you have 2 
Sequence of King, Queen, and Knave, or 
Queen, Knave, and Ten, they are ſure Leads, 
and never fail gaining the Tenace to yourſelf 
or Partner in other Suits ; and begin with the 
higheſt of the Sequence, unleſs you have 5 in 
Number: In that Caſe play the loweſt (excepft 
in Trumps, when you muſt always play thge 
higheſt) in order to get the Ace or King out of 
your Partner's or Adverſary's Hand; by which 
Means you make Room for your Suit. 1 
II. I 
If you have g of the ſmalleſt Trumps, and 
not one good Card in the other Suits, trump 
out; which will have this good Conſequence 
at leaſt, to make your Partner the laſt Player, 
and by that means give him the Tenace. 


III. 
if you hav 2 ſmall Ti rumps only, with 
Ace and King of two other Suits, and a Defi- ; 
ciency of the fourth Suit, make as many Tricks 
as you can immediately ; and if your Partner 
refuſes 


Sek ar. A Ss 
FFP 
x I * 1 8 


. 
7 = refuſes either of your Suits, do not force him, 
'Z becauſe that may weaken his Game too much. 
4 IV. 
Vo need ſeldom return your Partner's Lead, 
6 if you have good Suits of your own to play, 
> unleſs it be to endeavour to ſave or win a 
* Game : What is meant by good Suits, is, in 
caſe you ſhall have Sequences of King, Queen, 
and Knave, or Queen, Knave, and Ten. 
fe - | 

It you have each 5 Tricks, and you are 
aſſured of getting 2 Tricks in your own Hand, 
do not fail winning them, in Expectation of 
ſcoring 2 that Deal ; becauſe if you loſe the odd 


Trick, it makes 2 Difference, and you 1 2 
to 1 againſt yourſelf. 


An Exception to the foregoing Rule is, when 
you ſee a Probability either of ſaving your 
Lurch or winning the Game, in either of which 
Caſes you are to riſk the odd Trick. 


VI. 

When you have a Probability of winning 
the Game, always riſk a Trick or two, becauſe 
the Share of the Stake, which your Adverſary 
has by a new Deal, will amount to more than 
h the Point or two which you riſk by that Deal. 
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/ The foregoing Caſe refers to Chap, VI. Caſe 
er ; , 25 3, 4, 5, 6 ; | 5 | 
ies VII. 
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EL 7 

If your Adverſary is 6 or 7 Love, and 
you are to lead, your Buſineſs in that Caſe 
33 to riſk a Trick or two, in Hopes of putting 
your Game upon an Equality ; ; therefore ad- 
mitting you have the Queen or Knave, and 1 
other Trump, and no good Cards in other Suits, 
play out your Queen or Knave of Trumps ; by 
which Means you will ſtrengthen your Partner's 
Game, if he is ſtrong in Trumps ; it he is 
weak, you do him no Injury. | 


VIII. 


If you are four of the Game, you muſt play 
for an odd Trick, becauſe it ſaves one half 
of the Stake which you play for; and, in or- 
der to win the odd Trick, though you are 
pretty ſtrong in Trumps, be cautions how you 
trump out. What is meant by Strength in 
Trumps, is, in caſe you ſhould have 1 Honour 
and 3 W 


IX. 


If you are ꝙ of the Game, and though very 
ſtrong in Trumps, if you obſerve your Partner 
to have a Chance of trumping any of your Ad- 
verſary's Suits; in that Caſe do not trump out, 
but give him an Opportunity of trumping thoſe 
Suits. If your Game is ſcored 1, 2, or 3, you 
muſt play the Reverſe; and alſo at 5, 6, or 7; 
| becauſe, in theſe two laſt recited Caſes, you play 

for more than 1 Teint. 


X. 
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X. 

If you are laſt Player, and find that 15 third 
Hand cannot put on a good Card to his Part- 
ner's Lead, admitting you have no good Game 
of your own to play, return the Lead upon the 
Adverſary; which gives your Partner the Te- 


> nace in that Suit, and often obliges the Adver- 


ſary to change Suits, and conſequently gains the 


Tenace in that new Suit alſo. 


XI. 

If you have Ace, King, and four ſmall Trumps 
begin with a ſmall one ; becauſe it is an equa 
Wager that your Partner has a better Trump 
than the laſt Player; if ſo, you have three 
Rounds of Trumps ; if not, you cannot fetch 
out all the Trumps. | 

XII. 

If you have Ace, King, Knave, and three 
ſmall Trumps begin with the King, and then 
play the Ace (except one of the Adverſaries re- 
fuſes Trumps) becauſe the Odds is in your Fa- 
vour that the Queen falls. 

XIII. 

If you have King, Queen, and four ſmall 
Trumps, begin with a ſmall one, becauſe the 
Odds is on your Side that your Partner Has an 
Honour. he 
XIV. 

If you have King, Queen, Ten, and three 
ſmall Trumps, begin with the King, becauſe 
you have a fair Chance that the Knave falls in 
the ſecond Round, or you may wait to fineſſe 
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your Ten upon the Return of Trumps from 


your Partner. ” 
Refers to Chap, VIL. Caſe 1, 2, 3. 


XV. 


If you have Queen, Knave, and four ſmall 


Trumps, begin with a {mall one, becauſe the 
Odds is in your Favour that your Partner has 
an Honour. 
XVI. 
If you have Queen, Knave, Nine, and three 
ſmall Trumps, begin with the Queen, becauſe 


you have a fair Chance that the Ten falls in the 


ſecond Round; or you may walt to Ane the 
Nine. 
Refers to Chap. VII. Caſe 1, 2, 3. 


XVII. 


If you have Knave, Ten, and four ſmall 
Trumps, begin with a ſmall one, for the Rea- 


ſons aſſigned in No. 15. 
| XVIII. | 
If you have Knave, Ten, Eight, and three 
ſmall Trumps, begin with the Knave, in order 
to prevent the Nine from making a Trick, and 
the Odds is in your Favour that the three Ho- 
nours fall in two Rounds. 
8 
If you have ſix Trumps of a lower Deno- 
mination, you are to begin with the loweſt, un- 
leſs you ſhould have Ten, Nine, and Eight, 
and an Honour turns up againſt you; in that 
Caſe, if you are to * through the Honour, 
| 5 * 
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begin with the Ten, which obliges the Adver- 


? {ary to play his Honour to his Diſadvantage, Or 


leave it in your Partner's Option, whether he 


will pals it or not. 


If you have Ace, King, and three ſmall 


* Trumps, begin with a ſmall one, for the Rea- 


{ons aligned 1 in Ne. 15. 


XXI. 
If you have Ace, King, and Knave, and 


two ſmall Trumps, begin with the King, which, 
next to a moral Certainty, informs your Part- 


ner that you have Ace and Knave remaining; 
and, by putting the Lead into your Partner's - 


| Hand, he plays you a Trump, upon which you 


are to fineſſe the Knave, and no ill Conſequence 
can attend ſuch Play, except the Queen lies be- 
hind you ſingle. 

Refers to Chap. VII. Caſe 1, 2, 3. 


XXII. | 
If you have King, Queen, and three ſmall 


| Trumps, begin with a ſmall one, for the allighed 


Reaſons in No. 15, 


XXIII. 

If you have King, Queen, Ten, and Two 
imall Trumps, begin with the King, for the 
Reaſons aſſigned in No. 21. 

XXIV. 

If you have the Queen, Knave, and three ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in No. 15. 

= XXV. 
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XXV. 

If you have Queen, Knave, Nine, and two 
ſmall Trumps, begin with the Queen, for the 
Realons aſſigned in No. 16. 

XXVI. 

If you have Knave, Ten, and three ſmall 
Trumps, begin with a ſmall one, for the Res- 
ſons aſſigned in No. 1 5. 

— 
If you have Knave, Ten, Eight, and two 


mall Trumps, begin with the Knave, becauſe 


in two Rounds of Trumps it is Odds but that 
the Nine falls; or, upon the Return of Trumps 


from your Partner, you may fineſſe the Eight. 


XXVIII. 

If you have five Trumps of a lower Denomi- 
nation, it is the beſt Play to begin with the 
loweſt, unleſs you have a Sequence of Ten, 
Nine, and Eight, in that Caſe begin with the 
higheſt of the Sequence. 

XXIX. 


If you have Ace, King, and two ſmall | 


Trumps, begin with a {mall one, for the Rea- 
ſons aſſigned in NP. 15. 
XXX. 
If you have Ace, King, Knave, and one {mall 
Trump, begin with the King, for the Reaſons 


aſſigned in N. 21, 


XXXI. 

If you have King, Queen, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 
{ons aſſigned in Ne. 15. 


XXXII. | 


gi 


8 wi 


ons aſſigned 1 in Ne. 15. 
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XXXII. 

If you have King, Queen, Ten, and one 
ſmall Trump, begin with the King, and wait 
ior the Return of Trumps from your Partner, 
when you are to fineſſe your Ten, in order to 
win the Knave, 

. XXXIII. 

If you have Queen, Knave, Nine, and one 
mall Trump, begin with the Queen, in order 
to prevent the Ten from making a Trick. 


XXXIV. 
If you have Knave, Ten, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 


XXXV. | 

If you have Knave, Ten, Eight, and one 
ſmall Trump, begin with the Knave, in order to 
prevent the Nine from making a Trick. 

XXXVI. 

If you have Ten, Nine, Eight, and one ſmall 
Trump, begin with the Ten, which leaves it in 
your Partner's Diſcretion, whether he will pals 
it or not. 


„ 
If you have Ten and three ſmall Trumps, be- 
gin with a ſmall one, 
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EK. I. 


Some PARTICULAR RULES 7 be obſerved. 


I. 
F you have Ace, King, nb four ſmall Trumps, 
with a good Suit, you mult play three Rounds 
of Trumps, otherwiſe you may have your ſtrong 


Suit trumped. 


II. 
If you have King, ewe, and four ſmall 


Trumps, with a good Suit, trump out with the Þ 


King, becauſe when you have the Lead again, 
you will have three Rounds of Trumps, 
III. 
If you have King, Queen, Ten, and three 
ſmall Trumps, with a good Suit, trump out 
with the King, in Expectation of the Knave's 


falling at the ſecond Round ; and do not wait to 


fineſſe the Ten, for Fear your ſtrong Suit ſhould 
be trumped, 
IV. 

If you have Queen, Knave, and three ſmall 
Trumps, with a good Suit, trump out with a 
imall one. | 

. 


If you have the Queen, Knave, and three ; 
ſmall Trumps, with a good Suit, trump. out 


with the Queen, in Expectation of the Ten's 
falling at the ſecond Round ; and do not wait 
to fineſſe the Nine, but trump out a ſecond 

Time, 


\ 4. Sea. 4c Fi. 


Ten. 
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Time, for the Reaſons aſſigned in Caſe III. in 
this Cha pter. 
VI. 

If you have Knave, Ten, and three mall 
Trumps, with a good Suit, trump! s out with a 
ſmall one. 

VII. 

If you. have Knave, Ten, Eight, and two 

ſmall Trumps, with a good Suit, trump out 


= with the Knave, in Expectation of the Nine's 
ng at the ſecond Round. | 


| VIII, 
If you have Ten, Nine, Eight, and one ſmall 
Trump, with a good Suit, trump out with the 


CHAP. III. 


| PARTICULAR GAMEs, and the Manner in 


which they are to be played, after a Learner 
has made ſome Progreſs in the Came. 


8. PPOSE you are elder Hand, and that 
your Game conſiſts of King, Queen, and 
Knave of one Suit; Ace, King, Queen, and 
two ſmall Cards of another Suit; King and 
Queen of the third Suit, and three ſmall 
Trumps: Query, How is this Hand to be 
played ? You are to begin with the Ace of 
your beſt Suit (or a Trump) which informs 
your Partner that you have the Command of 
that Suit; but you are not to proceed with the 


King of the ſame Suit, but you muſt play a 


Trump 
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Trump next; and if you find your Partner 


has no Strength to ſupport you in Trumps, 


and that your Adverſary plays to your weak 
Suit, viz. the King and Queen only, in that 


Caſe play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve, a Proba- 
bility of either of your Adverſaries being likely 
to trump that Suit, proceed then and play the 
King of the Suit of which you have King, 
Queen, and Knave. If it ſhould ſo happen, 
that your Adverſaries do not_play to your 
weakeſt Suit, in that Caſe, though apparently 
your Partner can give you no Aſſiſtance in 


Trumps, purſue your Scheme of trumping out 


as often as the Lead comes into your Hand : 
By which Means, ſuppoſing your Partner to 
have but two Trumps, and that your Adver- 
ſaries have four each, by three Rounds of 
Trumps, there remain only two Trump 
againſt you. 

| II. 

Elder Hand. 

Suppoſe you have Ace, King, Queen, and 

one {mall Trump, with a Sequence from the 
King of five in another Suit, with four other 
Cards of no Value. Begin with the Queen of 


Trumps, and purſue the Lead with the Ace, 


which demonſtraacs to your Partner that you 
have the King: And as it would be bad Play 
to purſue Trumps the third Round, till you 


have firſt gained the Command of your great 


Suit, by ſtopping thus, it likewiſe informs 
4 
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your Partner that you have the King and one 


Trump only remaining; becauſe, if you had 


Ace, King, Queen, and two Trumps more, and 


FTrumps went round twice, you could receive no 

Damage by playing the King the third Round. 
When you lead Sequence, begin with the loweſt, 
| becauſe if your Partner has the Ace he plays it, 
which makes Room for your Suit. And ſince 


„Game, as ſoon as he has the Lead, if he has 
2 Trump or two remaining, he will play Trumps 
to you with a moral Certainty that your 
King clears your Adverſaries Hands of all their 
t Tr umps. | 


III. 
- Second Player. 
f | Suppoſe you have Ace, King, and two ſmall 


s | Trumps, with a Quint-Major of another Suit; 
In the third Suit you have three ſmall Cards, 


and in the fourth Suit one. Your Adverſary 


on your Right-Hand begins with playing the 
d Ace of your weak Suit, and then proceeds to 
he play the King: In that Cafe, do not trump it, 


er but throw away a loſing Card, and if he pro- 


ceeds to play the Queen, throw away another 
oſing Card; and do the like the fourth Time, 
in Hopes your Partner may trump it, who will 


your ſtrong Suit. If Trumps are played, go on 
ith them two Rounds, and then proceed to 
lay your ſtrong Suit; by which Means, if 
our | - there 


you have let your Partner into the State of your 
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there happens to be four Trumps in one of your 
Adverſary's Hands, and two in the other, 
which is nearly the Caſe, your Partner being 
intitled to have three Trumps: out of the nine, 
conſequently there remain only ſix Trumps, be- 
tween the Adverſaries; your ftrong Suit forces 
their beſt Frumps, and you have a Probability 
of making the odd Trick in your own Hand on- 
ly; whereas if you had trumped one of your 
Adverſaries beſt Cards, you had ſo weakened 
your Hand, as probably not to make more than 
five Tricks without your Partner's Help. 


IV. 


Suppoſe you have Ace, Queen, and three 
ſmall Trumps; Ace, Queen, Ten, and Nine 
of another Suit; with two ſmall Cards of each 
of the other Suits : Your Partner leads to your 
Ace, - Queen, Ten, and Nine; and as this 
Game requires rather to deceive your Adver- 
| faries, than to inform your Partner, put up 
the Nine, which naturally leads the Adverſary 


to play Trumps, if he wins that Card. A3 


ſoon as Trumps are played to yon, return 
them upon your Adverſary, keeping the Com- 
mand in your own Hand. If your Adverſarj 
who led Trumps to you, puts up a Trump 
which your Partner cannot win, if he has no 
good Suit of his own to play, he will return 


your Partner's Lead, imagining that Snit lies 


between his Partner and yours: If this Fineſſe 
of yours ſhould ſucceed, you will be a great 
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Gainer by it, but _— poſſible to be a 
Loſer. | 
V. 


Suppole you have Ace, Kew, and three 


ſmall Trumps, with a Quart from a King, and 
two ſmall Cards of another Suit, and one {mall 


Card to each of the other Suits; your Adver- 


| fary leads a Suit of which your Partner has a 


Quart-Major ; your Partner puts up the Knave, 


and then proceeds to play the Ace : You refuſe 


to that Suit, by playing your looſe Card; when 


| your Partner plays the King, your Right-hand 


Adverſary trumps it, ſuppoſe with the Knave 
or Ten, do not overtrump him, which may 
probably loſe you two or three Tricks by 
weakening of your Hand: But if he leads to 
the Suit of which you have none, trump it, 
and then play the loweſt of your Sequence, in 


order to get the Ace either out of your Partner's 


or Adverſaries Hand; which accompliſhed, as 
ſoon as you get the Lead, play two Rounds of 
Trumps, and then proceed to play your ſtrong 
Suit. Inſtead of your Adverſary's playing to 
your weak Suit, if he ſhould play Trumps, do 
you go on with them two Rounds, and then 
a, to get the Command of your ſtrong 
Suit. But you will ſeldom find this laſt Method 
practiſed, except by moderate Players. 
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CHAP. IV. 

Games to be played, with certain Obſervations 
whereby you are afſured that your Partner ha: 
no more of the Suit Played either by Pg 
er him. 


e Exemile, 


UPPOSE you lead from Queen, Ten, 
Nine, and two ſmall Cards of any Suit, the 
ſecond Hand puts on the Knave, your Partner 
plays the Eight; in this Caſe, you having 
Queen, Ten, and Nine, it is a Demonſtration, 


it he plays well, that he can have no more of 


that Suit. Therefore, by that Diſcovery, you 
may play your Game accordingly, either by 
forcing him to trump that Suit, if you are 
ſtrong in Trumps, or by playing ſome other 


Suit. 9 
Il. Second Example. 


Suppoſe you have King, Queen, and Ten of 
a Suit, and you lead your King, your Partner 
plays the Knave, this demonſtrates he has no 
more of that Suit. | 
III. Third Example, which varies from the tui 
former. 
Suppoſe you have King, Queen, and man 
more of a Suit, and you begin with the King 
in ſome Caſcs it is good Play in a Partner, whe! 
he has the Ace and one ſmall Card in that Sui 
only, to win his Partner's King with his Ace 
for ſuppoſe he is very ftrong in Trumps, h 


taking his Partner's King with the Ace, | 
| trum 
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trumps out, and after he has cleared the Board 
of Trumps, he returns his Partner's Lead; and 
having parted with the Ace of that Suit, he has 
made Room for his Partner to make that whole 
Suit, which poſſibly could not have been done 
it he had kept the Command in his Band. 

And ſuppoſing his Partner has no other good 
Card in his Hand beſides that Suit, he loſes 
nothing by the Ace's taking of his King ; but 
it it ſhould fo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 


which he makes in that Suit, by this Method of 


Play: And as your Partner has taken your King 
with the Ace, and trumps out upon it, you 
have Reaſon to judge he has one of that Suit 
to return you; therefore do not throw away 
any of that Suit, even to keep a King or Queen 
guarded, 


CHAF. V. 


Particular Games both to endeavour to deceive 
and diſtreſs your Adverſaries, and to demon— 
ſtrate —_ Game to your Partner. 


Firſt Example. 
oval I play the Ace of a Suit of 
which J have Ace, King, and three ſmall 
ones ; the laſt Player does not chuſe to trump 
it, having none of the Suit; if I am not ſtrong 
enough in Trumps, I muſt not play out the 


King, but keep the Command of that Suit in 


my Hand by playing of a ſmall one, which I 
muſt do in order to weaken his Game, | 
C2 br. 
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II. Second Example. 

If a Suit is led, of which I have none, and 
a moral Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Ad- 
verſary I throw away my ſtrong Suit; but to 
clear up Doubts to my Partner, when he has 
the Lead I throw away my weak Suit. This 
Method of Play will generally ſucceed, unleſs 
you play with very good Players, and even with 
them, you will oftener gain than loſe by this 


Method of Play. 
CHA P. VI. 


Particular Games to be played, by which you run 
the Riſk loſing one Trick only to gain three. 
| Firſt Example. 


UPPOSE Clubs to be Trumps, a Heart 

is played by your Adverſary ; your Partner 
Having none of that Suit, throws away a 
Spade; you are then to judge his Hand is com- 
poſed of Trumps and Diamonds; and ſuppoſe 
you win that Trick, and being too weak in 
Trumps, you dare not force him; and ſu ppoſe 
„ou ſhall have King, Knave, and one ſmall 
Diamond; and further, ſuppoſe your Partner 
5 have Queen and five Diamonds; in that 
Caſe, by throwing out your King in your firſt 
Lead, and your Knave in your fecond, ' your 


Partner and you may win five Tricks in that 


Suit; whereas if you had led a ſmall Diamond, 
and your Partner's Queen having been won with 
ne Ace, the King and EKnave remaining in 

5 your 


un 
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your Hand, obſtructs his Suit: And though 
he may have the long Trump, yet, by playing 
| ſmall Diamond, and his long Trump having 
been forced out of his Hand, you loſe by thi: 
Method of Play three Tricks in that Deal. 


| II. Second Example. | 
Suppoſe in the like Caſe of the former, yon 


| ſhould have Queen, Ten, and one {mall Card 
in your Partner's ſtrong Suit; which is to be 
| dilcovered by the former Example; and ſup- 
pole your Partner to have Knave and five ſmall 
Cards in his ſtrong Suit; you having the Lead 


are to play your Qucen, and when you play 
again you are to play your Ten; and ſuppoſe 


him to have the long Trump, by this Method 
he makes four Tricks in that Suit; but ſhould. 


you play a ſmall one in that Suit, his Knare 
being gone, and the 
your Hand in the ſecond Round of playing 
that Suit, and the long Trump being forced 
out of his Hand, the Queen remaining in your 
Hand obſtructs the Suit, by which Method of 


Play you loſe three Tricks in that Deal. 


III. Third Example. 


In the former Examples you have been ſup- 


poſed to have had the Lead, and by that 
Means have had an Opportunity of throwing 


Jout the beſt Cards in your Hand of your Part- 


ner's ſtrong Suit, in order to make room for 
he whole Suit, we will now ſuppoſe your 
Partner is to lead, and in the Courſe of Play 
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it appears to you that your Partner has one 
great Suit; ſuppole Ace, King, and four {mall 


ones, and that you have Queen, Ten, Nine, 


and a very {mall one of that Suit; when your 
Partner plays the Ace, you are to play the 
Nine; when he plays the King, you are to 
play the Ten; by which means you ſee, in the 
third Round, you make your Queen, and hay- 
ing a imall one remaining, you do not obſtruct 
vour Partner's great Suit; whereas if you had 
kept your Queen and Ten, and the Knave have 
fallen from the Adverſaries, you had loſt two 
Tricks in that Deal. 


IV. Fourth Example, 


Suppoſe in the Courſe of Play, as in the 
former Caſe, you find your Partner to have one 
great Suit, and that you have King, Ten, and 
a ſmall one of that Suit; your Partner leads 
the Ace, in that Caſe play your Ten, and in 
the {ccond your King; This Method is to pre- 
rent a Poſſibility of obſtructing your Partner's 
great 8 Suit, 

V. Fifth Example. 1 

Suppoſe your Partner has Ace, King, and 
four ſmall Cards in his great Suit, and that you 
have Queen, Ten, and a {mall Card in that Suit; 
when he plays his Ace, do you play your Ten, 
and when he plays his King, do you play your 
Queen; by which Method of Play you on!) 
ritk one Trick to get tour. 


VI. 


not 


the Game of WHIST. 3: 


VI. Sixth Example. | 
We will now ſuppoſe you to have five Card: 


of your Partner's ſtrong Suit, viz. Queen, 
Ten, Nine, Eight, and a ſmall one; and that 
pour Partner has Ace, King, and four ſma!! 
ones; When your Partner plays the Ace, do vn 
play your Eight; when he plays the King, do 
| you play your Nine; and in the third Ruund, 
no Body having any of that Suit, except your 
Partner and you, proceed then to play the 
| Queen, and then the Ten; and having a ſmall 
one remaining, and your Partner two, you 
| thereby gain a Trick, which you could not 


have done but by playing the high Cards, and 
by keeping a ſmall one to play to your Parner. 


. VII. 
Particular Games to be played when your l. 


verſary turns up an Honour on your Right- 


hand, with Directions how to play when an 
Honour is turned up on your Left-hand, 
I. Firſt Example. 


8 UPPOSE the Knave is turned up on 
your Right-hand, and that you have King, 


Queen, and Ten; in order to win the Knave, 


begin to play with your King; by which Me- 
thod of Play, your Partner may ſuppoſe you 
to have Queen and Ten remaining, eſpecially 
if you have a ſecond Lead, and that you do 
not proceed to play your Queen. | 

| | _-— Hs II. 
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II. Second Example, 
The Knave being turned up as before, and 


that you have Ace, Queen, and Ten, by play- 


ing of your Queen, it anſwers the like Purpoſe 
of the former Rule. 


III. Third Example. 

If the Queen is turned up on your Right- 
hand, and that yon have Ace, King, and 
Knave, by playing your King it anſwers the like 
Purpoſe of the former Rule. 


IV. Fourth Example. 

Suppoſe an Honour is turned np on your 
Left-hand, and ſuppoſe you ſhould hold no Ho- 
nour, in that Caſe you are to play Trumps 
through that Honour ; but in caſe you ſhould 
hold an Honour (except the Ace) you muſt be 
cautious how you play Trumps, becauſe, in 
caſe your Partner holds no Honour, your Ad- 
veriary will play your own Game upon you. 


CHAP. VIII. 


4 CASE to demo! flrate the Danger of forcing 
your Partner, 

UPPOSE A and B Partners, and that 

4 has a Quint-Major in Trumps, with « 


Quint-Major and three ſmall Cards of another 
Suit, and that A has the Lead; and let us {up- 


pole the Adverſaries C and D to have only five 


Trumps in either Hand: In this Caſe, 4, having 


the Lead, wins every Trick. 


ol 
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IT. 


Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-Major and three ſmall 


Cards of another Suit, and that C has the 
Lead, who forces A to trump firſt, by which 
means A wins only five Tricks. 


III. 


A Cas E to demonſtrate the Advantage by a 


Sau. 
Suppole 4 and B Partners, and that 4 has 


2 Quart-Major in Clubs, they being Trumps, 

another Quart-Major in Hearts, another Quart» 
Major in Diamonds, and the Ace of Spades: 
And let us ſuppoſe the Adverſaries C and D to 
have the following Cards, viz. C has four 


Trumps, eight Hearts, and one Spade; D has 
five Trumps, and eight Diamonds ; C being to. 


lead, plays an Heart, D trumps it; D plays a 


Diamond, C trumps it; and thus purſuing the 
Saw, each Partner trumps a Quart-Major of 
A's, and C being to play at the ninth Trick, 

plays a Spade, which D trumps; thus C and D 
have won the nine firſt Tricks, and leave 4 
with his Quart-Major in Trumps only. 


The foregoing Caſe ſhews, that whenever 
you gain the Advantage of eſtabliſhing of a 


Saw, it is your Intereſt to embrace it. 


[What follows i in this Treatiſe is the Addition 


promiſed. | 
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CHAP. IX. 


Containing Variety of CasEs, intermixed with 


CaLCULATIONS, demonſtrating when it is 
proper, at ſecond Hand, to put up the King, 
Queen, Knave, or Ten, with cone t Card 
of any Suit, &c. 


3 SE you have four ſmall Trumps, 

in the three other Suits you have one 
Trick ſecure in each of them; and ſuppoſe 
your Partner has no Trump, in that Cale the 
remaining nine Trumps muſt be divided be- 
tween your Adverſaries; ſuppoſe five in one 
Hand, and four in the other, as often as you 


have the Lead, play Trumps: And ſuppoſe 


you ſhould have four Leads, in that Cafe, you 
ſee your Adverſaries make only five Tricks out 
of nine Trumps; whereas if you had ſuffered 
them to make their Trumps ſingle, they mis 
poſſibly have made nine Tricks. 

By this Example, you ſee the Neceſſity there 
is of taking out two T rumps for one upon moſt 
Occaſions. 

Yet there is an Exception to the foregoing 
Rule, becauſe if you find in the Courle of Play, 
that your Adveriaries are very ſtrong in any 
particular Suit, and that your Partner can give 
you no Aſh ſtance in that Suit, in ſuch a Caſe 
you are to examine your own, and alſo your 


Adverlariee Scores, becauſe by keeping one 
Trump 
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Trump in your Hand to tramp ſuch Suit, it 
may be either a Means to fave or win a Game. 


II. 

Suppoſe you have Ace, Queen, and two 
{mall Cards of any Suit ; your Right-hand Ad- 
verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe it is an equal Wa- 
ger that your Partner has a better Card in that 
Suit than the third Hand; it ſo, you have the 
Command of that Suit. 

An Exception to the foregoing Rule is, in 
cate you want the Lead, then you are to put up 


your Queen. 
| . 
Never chooſe to lead from King, Knave. 


and one {mall Card in any Suit, becauſe it 1. 
2 to 1 that your Partner has not the Acc, and 


alſo 32 to 25, or about 5 to 4, that he has Ace 


or Queen; and therefore, as you have only 
about 5 to 4 in your Favour, and as you muſt 
have four Cards in ſome other Suit, ſuppoſe the 
Ten to be the higheſt, lead that Suit, becauſe 
it is an equal Wager that your Partner has a 
better Card in that Suit than the laſt Pl: aver 

And if the Ace of the firſt mentioned Suit lies 8 


behind you, which is an equal Wager it ſhould 


ſo happen, in cafe your Partner has it not; ith 
this Caſe, on your Adverſarics leading this Suit, 
704 probably make two Tricks in it by this 
Method of ho. 
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| IV. 


Suppole in the Courſe of Play it appears to 
you, that your Partner and you have four cr 


five Trumps remaining, when your Adverſarics 


have none, and that you have no winning Card 
in your Hand, but that you have Reaſon to 
judge that your Partner has a thirteenth Card, 
or ſome other winning Card in his Hand ; in 
that Caſe play a {mall Trump, to put the Lead 
into his Hand, in order to throw away any 


loſing Card in your Hand, u pon ſuch thirteenth 
or other ir gong Card. 


X. 

Some DIRECTIONS for putting up at ſecond ; 
Hand, King, Queen, Kknave, or Ten sf any 
Suit, &c. | | 1 
UPPOSE you have the King, and one 
ſmal! Card of any Suit, and that your 


Night-hand Adverſary plays that Suit; if he iz 


A 3 Player do not put up the King, unleſs 
vou want the Lead, becauſe a good Player ſel-F 
om leads from a Suit of which he has the Ace, 
but keeps it in his Hand (after the Trumps arc Þ 


played out) to bring in his ſtrong Suit. 


Suppoſe you have a Queen, and one ſmal! 
Card of any Suit, and that your Right-hand 
Adverſary leads that Suit; do not put on your 
Queen, becauſe ſuppoſe the Adverſary has led 
from the Ace and Krave, in that Cafe, upon 

| the 
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the Return of that Suit, your Adverſary fi neſſes 
the Knave, which is generally good Play, eſpe- 
cially if his Partner has played the King, you 
thereby make your Queen ; but by putting on 
the Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and conſequently 


puts him upon fineſſing upon your Partner 


throughout that whole Suit. 
| II. 

In the former Examples you have been in- 
formed, when it is thought proper to put up 
the King or Queen at ſecond Hand; you are 
likewiſe to obſerve, in caſe you ſhould have the 
Knave or Ten of any Suit, with a ſmall Card 
of the ſame Suit, it is generally bad Play to put 
up either of them at ſecond Hand, becauſe it 
is five to two that the third Hand has either 
Ace, King, or Queen of the Suit led ; it there- 
fore follows, that as the Odds againſt you are 
five to two, and tho' you ſhould ſucceed ſome- 
times by this Method of Play, yet in the main 
you mult be a Loſer, becauſe it demonſtrates 
to your Adverſaries that you are weak in that 
Suit, and conſequently they fineſſe upon your 
Partner throughout that whole Suit. | 


IV 


_ Suppoſe you have Ace, King, and three 


{mall Cards of a Suit, your Right-hand Adver- 


ſary leads that Suit; upon which you play your 


Ace, and your Partner plays the Knave. In 
caſe you are ſtroug in Trumps, you are to re- 
turn a ſmall one in that Suit, in order to let 

your 
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your Partner trump it: And this Conſequence 
attends ſuch Play, viz. you keep the Command 
of that Suit in your own Hand, and at the 


fame Time, it gives your Partner an Intimation 


that you are ſtrong in Trumps; and therefore, 


he may play his Game accordingly, either in 


attempting to eſtabliſh a Saw, or by trumping 
out to you, if he has either Strength in Trumps, 
or the Command of the other Suits. 
1 

Suppoſe A and B's Game is ſcored 6, the 
Adverſaries C and D is ſcored 7, and that 9 
Cards are played out, of which 4 and B have 
won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in this Caſe A and B 
have won the odd Trick, which puts their 
Game upon an Equality; and ſuppoſe A to have 
the Lead, and that 4 has two of the ſmalleſt 
Trumps remaining, with two winning Cards of 
other Suits ; and fuppoſe C and D have the two 
beft Trumps between them, with two other 
winning Cards in their Hands, Quere, How are 
you to play this Game? It is 11 to 3 that C 
has not the 2 Trumps ; and likewiſe, 11 to 3 
that D has them not : The Odds being ſo much 
in As Favour to win the whole Stake, it is his 


Intereſt to play a Trump; for ſuppoſe the Stake 


to be 70 J. depending, A wins the whole Stake, 
if he ſucceeds by this Method of Play; but 
ſhould he play the cloſe Game, by forcing C or 
D to trump firlt, he having won the odd Frick 
already, and being ſure of winning two more in 


his. 
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the GAME of WHIST. - 
his own Hand ; by this Method his Game will 


be ſcored 9 to 7, which is about 3 to 2, and, 


therefore, As Share of the 70 J. will amount 
only to 42 J. and, by this Method, A only ſe- 
cures 7 J. Profit; but in the other Caſe, upon 
Suppoſition that 4 and B have 11 to 3 of the 


Stake depending, as aforeſaid, by playing his 


Trump, he is entitled to 55 /. out of the 70 “. 


depending. 
The foregoing Caſe being daly attended to, 
may be applied to the like Purpoſe in other 


Parts of the Game. 
CHA p. XI. 


Some DIR EC TIONS how to play when an Ace, 


King, or Queen, are turned up on your Right- 
Hand, &c. | 


| . | 

UPPOSE the Ace is turned up on your 

Right-hand, and that you have the Ten and 
Nine of Trumps only, with Ace, King, and 
Queen of another Suit, and eight Cards of no 
Value, Quere, how muſt this Game be played ? 
Begin with the Ace of the Svit of which you 
have the Ace, King, and Queen, which is an 
information to your Partner that you have the 
Command of that Suit; then play your Ten of 
Trumps, becaule it is five to two that your Part- 
ner has King, Queen, or Knave of Trumps; 
and tho? it is about ſeven to two that your Part- 


ner has not two Honours, yet, ſhould he chance 
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to have them, and they prove to be the King and 
Knave, in that Caſe, as your Partner will paſs 
vour Ten of Trumps, and as it is 13 to 12 
againſt the laſt Player for holding the Queen of 
Trumps, upon Suppoſition your Partner has it 
not, in that Caſe, when your Partner has the 
Lead, he plays to your ſtrong Suit, and upon 
your having the Lead, you are to play the Nine 
of Trumps, which puts it in your Partner's 
Power to be almoſt certain of winning the 
Queen if he lies behind it. 
The foregoing Caſe ſhews, that turning up 
of an Ace againſt you, may be made leſs bene- 


ficial to your Adverſaries, provided you play by 


this Rule. 
II. 

If the King or Queen are turned up on your 
Right-hand, the like Method of Play may be 
made uſe of; but you are always to diſtinguiſh 
the Difference of your Partner's Capacity, be- 
cauſe a good Player will make a proper Uſe of 
ſuch Play, but a bad one ſeldom, if ever. 


M. 
Suppoſe the Adverſary on your Right. hand 
leads the King of Trumps, and that you ſhould 
have the Ace and four ſmall Trumps, with a 


good Suit; in this Caſe it is your Intereſt to paſs 


the King; and though he ſhould have King, 
Queen, and Knave of Trumps, with one more, 
it he is a moderate Player, he will play the 
ſmall one, imagining that his Partner has the 


Ace; when he plays the ſmall one, you are to 
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* paſs it, becauſe it is an equal Wager that your 
Partner has a better Trump than the laſt Player; 
if fo, and that he happens to be a tole- 
rable Player, he will judge you have a good 
| Reaſon for this Method of Play, and conſe- 
- quently, if he has a third Trump remaining 
he will play it, if not, he will play his beſt 
Suit. | 


=: 
A critical C As E to win an odd Trick, 


Suppoſe A and B Partners againſt C and D, 


and ſuppoſe the Game to be Nine all, and 
| ſuppoſe all the Trumps are played out, A be- 
ing the laſt Player, has the Ace and four other 
' ſmall Cards of a Suit in his Hand, and one 
| thirteenth Card remaining; B has only two 
' ſmall Cards of A's Suit; C has Queen and two 
other {mall Cards of that Suit; D has King, 
Knave, and one ſmall Card of the ſame Suit. 
A and B have won three Tricks, C and D have 
wan four Tricks; it therefore follows, that 4 
is to win four Tricks out of the fix Cards in his 
Hand, in order to win the Game. C leads this 


Suit, and D puts up the King; 4 gives him 
that Trick, D returns that Suit, A paſles it, and 
puts up his Queen: Thus Cand D have won 
iix Tricks, and C imagining the Ace of that 
Suit to be in his Partner's Hand, returns it; by 


which means 4 wins the four laſt Tricks, and 


conſequently the Game. 
pas V. 
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5 V. 

Suppoſe you ſhould have the King and five 
{mall Trumps, and that your right-hand Ad- 
verſary plays the Queen; in that Caſe do not 
put on your King, becauſe it is an equal Wager 
that your Partner has the Ace; and ſuppoſe 
your Adverſary ſhould have Queen, Knave, 
Ten, and one ſmali Trump, it is alſo an equal 
Wager that the Ace lies ſingle, either in your 
Ad verſary's Hand or Partner's; in either _ 
which Caſes it is bad Play to put on your King 
but if the Queen of Trumps is led, and that 
you ſhould happen to have the King, with two 
or three Trumps, it is the beſt Play to put on 
the King, becauſe it is good Play to Icad from 
the Queen and one ſmall] Trump only; and in 
that Caſe, ſhould your Partner have the Knave 
of Trumps, and your left-hand Adverſary hold 
the Ace, your neglecting to pur on the King is 
the Loſs of a Tr ick. 


| CHAP. XII. 


The Ten or Nine being turned up on your Right- 
Hand, Ne. 


5 


UPPOSE the Ten is turned up on your 


Right-hand, and that you ſhould have King, 
Knave, Nine, and two ſmall Trumps, with 
eight other Cards of no Value, and that it 1s 
proper for you to lead Trumps, in that Caſe, 
begin with the Knave, in order to prevent the 
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Ten from making of a Trick; and tho! it is 
but abont five to four that your Partner holds 
an Honour, yet if that ſhould fail, by fineſſing 


| your Nine on the Return of Trumps from your 


Partner, you have the Ten in your Power. 
. 


The Nine being turned up on your Right- 


hand, and that you ſhould have Knave, Ten, 
Fight, and two ſmall Trumps, by leading the 
Knave it anſwers the like Purpoſe of the former 

Cale; 

III. 

You are to make a wide Difference between a 
Lead of Choice, and a forced Lead of your 


| Partner's ; becauſe, in the firſt Caſe, he is ſup- 


poſed to lead from his beſt Suit, and finding 


you deficient in that Suit, and not being ſtrong 


enough in Trumps, and not daring to force you, 
he then plays his next beſt Suit ; by which Al- 
teration of Play, it is next to a "Demonſtration 
that he is weak in Trumps : But ſhould he per- 
ſevere, by playing of his firſt Lead, if he is 
a good Player, you are to judge him ſtrong in 
Trumps, and it is a Direction for you to play 
your Game accordingly. 


IV. 

There is nothing more pernicious at the Game 
of Whiſt, than to change Suits often, becauſe 
in every new Suit you run the Riſk of giving 
your Adverſary the Tenace; and therefore, tho 
you lead from a Suit of which you have the 
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44 A ſhort TREATISE on 
Queen, Ten, and three ſmall ones, and your 
Partner puts up the Nine only, in that Caſe, if 
you ſhould happen to be weak in I rumps, and 
that you have no tolerable Suit to lead from, it 
is your beſt Play to purſue the Lead of that Suit 
[ by playing your Queen, which leaves it in your 
1 Partner's Option whether he will trump it or 
k not, in caſe he has no more of that Suit ; but 
in your ſecond Lead, in caſe you ſhould happen 
to have the Queen or Knave of any other Suit, 
with one Card only of the ſame Suit, it would 
be better Play to lead from your Queen or 
Knave of either of theſe Suits, it being 5 to 2 
that your Partner has one Honour at leaſt in 
either of thoſe Suits. 


. | 
If you have Ace, King, and one ſmall Card 

of any Suit, with four Trumps; if your right- 
hand Adverſary leads that Suit, paſs it, becauſe 
it is an equal Wager that your Partner has a 
better Card in that Suit than the third Hand; 
if ſo, you gain a Trick by it; if otherwiſe, as 
you have four Trumps, you need not fear to | "E 
loſe by it, becauſe when Trumps are played, 
you may be ſuppoſed to have the long Trump. {up 
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CHAP. XIII. 


A Cav TION not to part with the Command of 
your Adverſary's great Suit, &C. 


1. 


N caſe you are weak in Trumps, and that 
| it does not appear that your Partner is very 
+ ſtrong in them, be very cautious how you part 


with the Command of your Adverſary's great 


Suit: For ſuppoſe your Adverſary plays a Suit 
of which you have King, Queen, and one ſmall 
Card only, the Adverſary leads the Ace, and, 
upon playing the fame Suit, you play your 
Queen, which makes it almoſt certain to your 
Partner that you have the King; and ſuppoſe 
your Partner refuſes to that Suit, do not play 
the King, becauſe if the Leader of that Suit 


or his Partner have the long Trump, you riſe | 


the loſing of three Tricks to get one. 
II. 
Suppoſe your Partner has ten Cards remain- 
ing in his Hand, and that it appears to you that 


they conſiſt of Trumps and one Suit only; and 


ſuppoſe you ſhould have King, Ten, and one 


ſmall Card of his ſtrong Suit, with Queen and 


two ſmall Trumps; in this Caſe, you are to 
judge he has five Cards of each Suit, and 
therefore you ought to play out the King of his 
ſtrong Suit; and it you win that Trick, your 
next Play is, to throw out the Queen of Trumps; 
if that likewiſe comes home, proceed to 


play 
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play Trymps : This Method of Play may be 
made ule of at any Score of the Game, except 
at 4 and g. 4 
| III. 

The TRUMP turned up to be remembered. 

It is ſo neceſſary that the Trump turned up 
ſhould be known and remembered, both by the 
Dealer and his Partner, that we think! it proper 
to obſerve, that the Dealer ſhould always ſo 
place that Card, as to be certain of having Re- 
courſe to it: For ſuppoſe it to be only a 5, and 
that the Dealer has two more, viz. the 6 and 
9, if his Partner trumps ont with Ace and King, 
he ought to play his 6 and 9; becauſe, let us 
ſuppoſe your Partner to have Ace, King, and 
four ſmall Trumps; in this Caſe, by your 
Partner's knowing you have the 5 remaining, 
you may win many Tricks, 

IV. > 

our Right-hand Adverſary leads a Suit of 

which you have the Ten and two ſmall ones; 
the third Hand puts up the Knave, your Part- 
ner wins it with the King; when your Right. 
hand Adverſary leads that Suit again, and plays 
a ſmall one, do you put on your Ten, becauſe 
it may ſave your Partner's Ace, upon Suppo- 
ſition that your Right-hand Adverſary led from 
the Queen; you will ſeldom fail of Succeſs by 
this Method of Play, 
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| V. 

Suppoſe you have the beſt Trump, and that 
the Adverſary A has one Trump only remaining, 
and that it appears to you that your Adverſary 
B has a great Suit; in this Caſe, tho' you per- 
mit A to make his Trump, yet by keeping the 
Trump in your Hand, you prevent the Adver- 
ſary 5 from making his great Suit; whereas, 
if you had taken out 4s Trump, it had made 
only one Trick Difference; but by this 
Method you r ſave three or four 
Ticks. 

VI. 
The fell:wing CASE happens Frequently. 

That you have two Trumps remaining 
when your Adverſaries have only one, and it 
appears to you that your Partner has one great 
Suit; in this Caſe always play a Trump, tho? 
you have the worſt, becauſe by removing the 
Trump out of your Adverſaries Hands, 
there can be no Obſtruction to your Partner's 
great Suit. 

| VII. 

Suppoſe you ſhould have three Trumps when 
no Body elſe have any, and that you ſhould have 
only four Cards of any certain Suit remaining; in 
this Caſe play a Trump, which ſhews your Part- 
ner that you have all the Trumps, and alſo 
gives you a fair Chance for one of your Adver- 
faries to throw away one Card of the aforeſaid 
Suit ; by which means, ſuppoſing that Suit to 


bave been once led, and one thrown away, 


makes 
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makes five, and four remaining in your Hand 
makes nine, there being only four remaining 
between rhree Hands, and your Partner having 


an equal Wager to hold a better Card in that 
Suit than the laſt Player, it therefore follows 


that you have an equal Chance to make three 
Tricks in that Suit, which probably could not 
have been done but by this Method of Play. 
| : | VIII. 8 | | 
Suppoſe you have five Trumps, and fix 
ſmall Cards of any Suit, and you are to lead; 


the beſt Play is to lead from the Suit of which 


you have ſix, becauſe, as you are deficient in 
two Suits, your Adverſaries will probably 
trump out, which 1s playing your own Game 
for you; whereas, had you begun with playing 
Trumps, they would force you, and conſe- 


quently deſtroy your Game. 


HAP. XIV. 


Some Purchaſers of the TREATISE in Manu- 
ſcript, diſpoſed of fome time ſince, having de- 
fired a farther Explanation concerning the 
playing of Sequences, they are explained in 
the following Manner. 


To | 
1 N Trumps you are to play the higheſt of 
your Sequences, unleſs you ſhould have 
Ace, King, and Queen; in that Caſe play the 
1: weſt in order to let your Partner into the. State 
of your Game, 


IL 
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II. 

In Suits which are not Trumps, if you have 
a Sequence of King, Queen, and Knave, and 
two ſmall ones; whether you are ſtrong in 
| Trumps or not, it is the beſt Play to begin 
with the Knave, becauſe by getting the Ace 
out of any Hand, you make Room for the 
| whole Suit. 


„JJC“ 


= 

* And in caſe you are ſtrong in Trumps, ſup- 
elng you ſhould have a Sequence of Queen, 
h nare, Ten, and two ſmall Cards of any Suit; 
n In that Caſe, you ought to play the higheſt of 
our Sequence, becauſe, if either of the Adver- 
je lries ſhould trump that Suit in the ſecond 
g ound, by being ſtrong in Tramps, you fetch 
e. out their Trumps, and coniequently make the 
the Remainder of that Suit. 

The like Method may be taken, if you ſhould 
happen to have a Sequence by Knave, Ten, 
Nine, and two ſmall Cards of any Suit. 

IV. 
5 {f you have a Sequence of a King, Queen, 
nave, and one ſmall Card of any Suit, 
ether you are en in T rumps, or other- 
lle, play your King; and do the like by 
y 7 infer' ior Sequences, if you have only four in 
of aber. 
ve V. 
But if you ſhould A N to be weak in 
Irumps, you mult alwe ys begin with the 
reſt of the Sequence, in caſe you ſhould 
have 
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have five in Number; for, ſuppoſe your Partner 


to have the Ace of that Suit, he then makes 


it; and where lies the Difference whether 
you or your Partner win a Trick ? For if you 
had the Ace and four ſmall Cards of any Suit, 
and are weak in Trumps, and led from that 
Suit, if you play well, you ought to play th: 
Ace ; if you are very ſtrong in Trumps, you 
may play your Game as backward as you pleale; 
but if you are weak in Trumps, you mult play 
the reverſe. . - 
Jo 

Let us explain what is meant by being ſtrong 
or weak in Trumps. 

If you have Ace, nw, and three ſil 
Trumps. 
| King, Queen, and three ſmall Trumps. 

Queen, Knave, and three ſmall Trumps. 

Queen, Ten, and three ſmall Trumps. 

 Knave, Ten, and three {mall Trumps. 

Queen, and four ſmall Trum PS. 

Knave, and four ſmall Trumps. 


In any of the aforeſaid Caſes, you may h 
under ſtood to be very ſtrong in "Trumps, an { 
therefore you may play by the foregoing Rule +, 
being morally aſſured of having the CommarF T 
in I rumps. to 

If you have two or three {mall | Tramps oY yo 
we underſtand you to be weak in them. 
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VII. 
What Strengh in Trumps intitles you to force 
your Partner at any Point of the Game? 
Ace, and three ſmall Trumps. 
King, and three ſmall Trumps. 
Queen, and three {mall Trumps. 
Knave, and three ſmall Trumps. 


VIII. 

If, by Accident, either you or the Adver- 
faries have forced your Partner (tho' you are 
weak in Trumps), it he has had the Lead, and 
does not chuſe to trump out, force him on as 
often as the Lead comes into your Hand, unleſs 
you have good Suits of your own to play. 


IX. 


If you ſhould happen to have only two or. 


three ſmall Trumps, and that your Right- 
hand Adverſary leads a Suit of which you 
have none, trump it, which is an Informa. 
tion to your Partner that you are weak in 
Tramps: 

X, 


Suppoſe you have Ace, Knave, and one 
ſmall Trump, and that your Partner trumps 
to you, ſuppole from the King and three ſmall 
Trumps, Query, Whether it is the beſt Play 
to put on the Ace or Knave? and ſuppoſe 
your right-hand Adveriary has three Trumps, 
and that your left-hand Adverſary has the like 
Number; in this Cale, by fineſſing of your 
Knave, and playing your Ace, if the Queen 
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Trumps, you ought to begin with the King. on 


92 A ſoort TRRATISE on 


, on your Right-Hand, you win a Trick be 
but if the Queen is on your Left Hand, 

. you ſhould play the Ace, and then return 

the Knave, admitting your Left-hand Adveriary 


c 
put on the Queen, which he ought to do, it is 1 


above 2 to 1 that one of the Adverſaries have 0 
the Ten, and conſequently you gain no Tricks K 
by playing thus. I 
XI. 0 

If your Partner has led from the Ace of cc 
Trumps, and ſuppoſe you ſhould have King, 
Knave, and one ſmall Trump, by putting on 
your Knave, and returning the King, it an- 
ſwers exactly the like Purpoſe of the former 


Rule. 
In other Suits you may practiſe the like 


' Method. a ] 


XII. Ca 


If yon are ſtrong in Trumps, and that yo it y 
have King, Queen, and two or three ſmall © you 


Cards in any other Suit, you may lead a imall W that 
one, it being 5 to 4 that your Partner has an Suit 


Honour in that Suit; but if you are weak in Tri 


XIII. 


If your Right-hand Adverſary leads a Suit of 7F 
which you have King, Queen, and two or Hand 
three {mall Cards of the ſame Suit, you being leads 
ftrong in Trumps, may pals it, becauſe it is an unleſ 
equal Wager that your Partner has a better I are - 


Card in that Suit than the taird Hand ; ; if not, 
by 
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by your Strength of Trumps, you need not fear 


making that Suit. 
XIV. 


| your Right-hand Adverſary leads a Suit 
of which you have King, Queen, and one 


{mall Card, whether in "Trumps or not, put 
on the Queen: Alſo, if you have Queen, 
Knave, and one ſmall Card, put on the Knave ; 


and if you have Knave, T en, and one {mall 


Card, put on the Ten; by putting up the ſe- 
cond beſt, as aforeſaid, your Partner has an Ex- 
pectation of your having a better Card or 
Cards in the ſame Suit; and, by Recourſe to 
the Calculations annexed to this Treatiſe, he 
may beable to judge what are the Odds for and 


againſt him, | 
XV. 


If you ſhould have Ace, King, and two ſmall 


8 in any Suit, being ſtrong in Trumps; 
it your right-hand Adverſary leads that Suit, 
you may paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that 
Suit than the Third Hand; if ſo, you gain a 
Trick by it ; if otherwiſe, you need not fear 
to make your Ace and King, by your Strength 
in Trumps. 
XVI. 

If you ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Partner 
leads the Ten; in that Caſe paſs it, becauſe 
unleſs the three Honours lie behind you, you 
are : ſure of making two T ricks ; do the like, 
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it you ſhould have the King, Nine, Eight, and 


one imall Trump; or the — Nine, Eight, 


and one ſmall Trump. 
XVI. 
In order to deceive your Adverſaries, if your 


iight-hand Adverſary leads from a Suit of which 


vou have Ace, King, and Queen, or Ace, King, 
and Knave, put on the Ace; becauſe that en- 
courages the Adverſaries to play that Suit 
again: And tho' you deceive your Partner by 
this Method of Play, you allo deceive your Ad- 


verſaries, which is of greater Conſequence in 


this Caſe; becauſe, if you had put on the 
loweſt of the Tierce-Major, or the Knave in 
the other Suit, your right-hand Adverfary had 
made a Diſcovery that the Strength ef that Suit 


Was againſt him, and conlequently would have 


changed Suits, 
XVIII. 

Suppoſe you have Ace, Ten, and one ſmall 
Card, in any Suit; alſo the Ace, Nine, and one 
ſmall Card of any Suit, Query, Which of theſe 
Suits ought you to lead from? Anſwer, from 
the Suit of which you have the Ace, Nine, and 


one {mall Card; for this Reaſon, it being an 


equal Wager that your Partner has a better 


Card in that Suit than the laſt Player; if not, 


Jet us then ſuppoſe that your right-hand Ad- 
verſary leads from the King, or Queen of the 
Suit, of which you have the Ace, Ten, and one 


ſmall Card; in that Caſe it is an equal Wager 


that your Partner has a better Card in that Suit 
| | than 
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than the third Hand; if that happens to be the 
| Caſe upon the Return of the Suit, you lie Te- 
| nace, and conſequently ſtand a fair Chance for 
three Tricks in that Suit. 


XIX. 
A CASE to demon/late the Tenace. 


Let us ſuppoſe A and B to play at Two- 


| handed Whilſt, and let us ſuppoſe 4 to have 
| the Ace, Queen, Ten, Eight, Six, and four of 
| Clubs, which in caſe B always leads, are ſix 
| ſure Tricks, Let us ſuppoſe he has the fame 
Hand in Spades, which, in caſe B always leads, 
| are ſix more ſure Tricks. We ſuppoſe B has the 
| Remainder of theſe two Suits. 


Let us ſuppoſe B to have the ſame Hand in 


| Hearts and Diamonds, as A has in Spades and 
| Clubs, and that 4 has the Remainder of the 
Hearts and Diamonds, which in caſe A always 
leads, are twelve ſure Tricks alſo to B. 


The foregoing Caſe ſhews that both Hands 


are exactly equal; and therefore let one of them 
name his Trumps, and lead, he wins thirteen 
| Tricks only. 


But if one names the Trumps, and the other 
leads, he that names the Trumps ought to win 
tourteen Tricks. 

Thoſe who would attain to the playing of 
WIHIS r to Perfection, muſt not be content only 
with being a Maſter of the Calculations con- 


tained in this Treatiſe, and alſo an exact Judge 


of all the General and Particular Cates in the 
D 4 = 
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fame; but be a very punctual Obſerver of ſuch 
Cards as are thrown away, both by his Partner 


and Adverſaries, and at what Time: Whoever 


attends cloſely to theſe Particulars, are the moſt 
lixely to attain their End. 


CHA-F. AV. 
Additional CASES, 


I, 


HEN it appears to you that the Adyer- 

ſaries have three or four Trumps re- 

maining, and that neither you nor your Partner 
have any, never attempt to force one Hand to 
trump, and to let the other throw away a loſing 
Card; but rather endeavour to find out a Suit 
in your Partner's Hand, in caſe you have no Suit 
in your own, by which Means you prevent them 


from making their Trumps ſeparate, 


| II. 
Suppoſe A and B are Partners againſt C and 
D, and ſuppoſe nine Cards are played out, and 


_ alſo ſuppoſe eight Trumps are played out; and 


further ſuppoſe A to have one Trump only, 


and ſuppoſe his Partner B to have the Ace and 


Queen of Trumps, and fuppoſe the Adverſaries 

Cand D to have the King and Knave of Trumps 

between them. . leads his ſmall Trump, C 

74 the Knave of Trumps, Query, Whether 

B is to play his Ace or Queen of Trumps upon 

the Knave, becauſe D having four Cards in 0 
Ha 


— — — — wm mA ww 


8 


t. 
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Hand remaining, and C has only three; conſe- 


quently, it is four to three in B's Favour, that 


the Kipg is in D's Hand: If we reduce the 


Number of four Cards in a Hand to three, the 

Odds then is 3 to 2; and if we reduce the Num- 

ber of three Cards in a Hand to two, the Odds 

then is 2 to 1 in favour of B's winning of a 

Trick, by putting on his Ace of Trumps. By 

the like Rule you may play all the other Suits, 
III. 

Let us ſuppoſe you have the thirteenth 
Trump, and alſo the thirteenth Card of any 
Suit in your Hand, and one loſing Card; and 
jet us ſuppoſe you have only three Cards re- 
maining, Query, Which of theſe Cards are 
you to play ? Anſwer, You are to play the loſing 
Card, becauſe if you play the thirteenth Card 


firſt, the Adverſaries knowing you to have 
one Trump remaining, will not paſs your loſing 


Card, and therefore you play 2 to 1 againſt 
yourſelf. 
IV. 
Let us ſuppoſe that you have the Ace, King, 
and three ſmall Cards in any Suit, which has 


never been played; and let us: ſuppoſe that it 


appears to you that your Partner has the laſt 


Trump remaining, Query, How are you to 


play theſe Cards to your greateſt Advantage ? 
Anfwer, You are to lead a ſmall Card in that 
Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the 


laſt Player; if ſo, and that there are only three 
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Cards in that Suit in any one Hand, it follows 
that you win five Tricks in that Suit ; whereas, 
it you play the Ace and King of that Suit, it is 
2 to 1 that your Partner does not hold the 
Queen, and conſequently, by playing the Ace 
and King, it is 2 to 1 that you win only two 
Tricks in that Suit. This Method may be 
taken in caſe all the Trumps are played out, 
provided you have good Cards in other Suits to 
bring in this Suit; and you may obſerve, that 
you reduce the Odds of 2 to 1 againft you to an 
equal Chance, by this Method of Play, and pro- 
bably gain three Tricks by it. 
. V. 

If you chuſe to have Trumps played by the 

Adverſaries, and that your Partner has led a 


Suit to you, of which you have the Ace, Knave, 


Ten, Nine, and Eight, or the King, Knave, 

Ten, Nine, and Eight, you are to play the 

Eight of either Suit, which probably leads the 

Adverſary, if he wins that Card to play Trumps. 
1 VI. 

Suppoſe you ſhould have a Quart-Major io 


any Suit, with one or two more of the ſame 


Suit, and that it is neceſſary to let your Partner 
know that you have the Command of that Suit; 
in that Caſe, throw away the Ace of that Suit, 
upon any Suit of which you have none in your 
Hand, to clear up his Donbts, becauſe the Odds 
is in your Favour that neither of the Adver- 
{aries have more than three in that Suit: The 
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like Method may be taken if you have a Quart 
to a King; the Ace being played out, you 
may throw away the King; allo if you ſhould 
have a Quart to a Queen (the Ace and King be- 
ing played out) you may throw away your 


Queen : All which lets your Partner into the 


State of your Game, and you may play by the 
like Rule in all inferior Sequences, having the 
| beſt of them in your Hand. 


VII. 
There is ſcarcely any Thing more com- 


monly practiſed amongſt moderate Players, in 
caſe the King is turned up on their Left-Hand, 


and that they have the Queen and one ſmall 
Trump only, to play out their Queen in Hopes 
their Partner may win the King if it is put on; 
not conſidering that it is about 2 to 1 that their 
Partner has not the Ace; and admitting he has 
the Ace, they do not conſider that they play 
two Honours againſt one, and conſequently 
weaken their Game, the Neceſſity only of play- 
ing Trumps ſhould oblige them to play thus. 


VII, 
A CasE which frequently happens. 


A and B are Partners againſt C and D; all 
the Trumps are played out except one, which 
C or D has; 4 has three or four winning 
Cards in his Hand of a Suit already played, 
with an Ace and one ſmall Card of another 
Suit; Query, Whether 3 is 4's beſt Play to 
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throw away one of his winning Cards, or the 
mall Card to his Ace-Suit ? Anſwer, It is his bet 
Play to throw away one of his winning Cards, 
becauſe if his right-hand Adverſary plays to his 
Ace-Suit, he has it in his Power to pals it, 
and conſequently his Partner B has an equal 
Chance to have a better Card in that Suit than 
the third Hand ; it ſo, that he has any forcing 
Card, or one of his Partner's Suit to play to 
in order to force out the laſt Trump, his Ace 
remaining in his Hand, brings in his winning 
Cards; whereas, if 4 had thrown away the 
{mall Card to his Ace-Suit, and that his right- 
hand Adverſary had let that Suit, he had been 
obliged to put on his Ace, and conſequently 
had loſt ſome Tricks by this Met! 20d of Play. 


1. 


Suppoſe ten Cards have been olayidd out, and 
ſuppoſe it appears very probable that your left. 
hand Adverſary has three Trumps remaining, 
viz, the beſt and two imall ones; and ſuppoſe 
you have two Trumps only, and that your Part- 
ner has no Trump; and ſuppoſe your right- 
hand Adverſary plays a thirteenth or ſome other 
winning Card; in that Caſe paſs it, by which 


Means you gain a Trick, becauſe the left-hand 


Adverſary muſt trump it. 


X. 

In order to let your Partner into the State 
of your Game, let us ſuppoſe you to have a 
Quart-Major in Trumps or any other four beſt 

T Rape) 
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Trumps) if you are obliged to trump a Card, 
win it with the Ace of Trumps, and then play 
the Knave, or win it with the higheſt of any 
other four beſt Trumps, and then play the 
loweſt, which clears up your Game to your 


Partner; and by ſuch a Diſcovery, it may be 


the Means of winning many Tricks: You may 
practiſe the like Rule in all other Suits, 


9 3 
If your Partner calls at the Point of Eight 
before his Time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits, or 
not ; becauſe, as he calls before he is obliged to 
do ſo, it is a Declaration of his being ſtrong in 
Jrumps. 
Wes 450 
| Suppoſe your right-hand Adverſary turns up 
the Queen of Clubs, and ſuppoſe when he has 
the Lead, he plays the Knave of Clubs; ; and 
ſuppoſe you have the Ace, Ten, and one Club 
more, or the King, Ten, and one ſmall Card; 


Query, When he leads his Knave, whether you 


are to win it or not? Anſwer, You are not to 
win it, becauſe it is an equal Wager, when he 
leads his Knave of Clubs, you not having the 
King, that your Partner has it; alſo, it is an 
equal Wager, when he leads his Knave of Clubs, 
you not having the Ace, that your Partner has 
it, and conſequently you gain a Trick by paſſing 
it; which cannot be done, if you either Put on 
your King or Ace of Clubs. 


XII. 
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XIII. 
A Cask for a Slam. 


Let us ſuppoſe 4 and B Partners againſt C 


and D; and let us ſuppoſe C to deal; and let 


us ſuppoſe A to have the King, Knave, Nine, 
and Seven of Clubs, they being Trumps ; a 
Quart Major in Diamonds, a Tierce-Major in 
Hearts, and the Ace and King of Spades. 
Let us ſuppoſe B to have nine Diamonds, 
two Spades, and two Hearts, 

Alfo let us ſuppoſe D to have the Ace, Queen, 
Ten, and Eight of Trumps, with nine Spades. 

And let C have five Trumps and eight Hearts. 

is to lead a Trump, which D is to win, 
and D is to play a Spade, which his Partner C 
is to trump; C is to lead a Trump, which his 
Partner D is to win; when D is to lead a Spade, 
which C is to trump ; and C'is to play a Trump, 
which D is to win; and D having the beſt 
Trump is to play it; which done, D having ſe- 
ven Spades in his Hand wins them, and conle- 
quently flams A and B. | 


CHAP. XVI. 


Additional Cats at WIIS , never publi Med 
till 1748. 


1 


F your partner leads the King of a Suit, 
F. and that you have none of that Suit, pals 


it, by 9 away a loſing Card (unleſs 
our 


1 , 


2 
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your right-hand Adverſary has put on the Ace) 


becauſe, by ſo doing, you make Room for his 


bark, | 
. 


Suppoſe your Partner leads the Queen of a 


Suit, and your right-hand Adverſary wins it 
with the Ace, and returns that Suit; in caſe 
you have none of it, do not trump it, but throw 


away a loſing Card, which makes Room for 


your Partner's Suit. An Exception to this Man- 
ner of Play is, if you play for an odd Trick, 
and that you are very weak in n you 
OY rump it, | | 

III. 

1 you have the Ace, King, and one 
ſmall Card of a Suit, and that your left-hand 
Adverſary leads that Suit; and ſuppoſe you 
ſhould have four ſmall Trumps, and no Suit 
of Conſequence to lead from; and ſuppoſe 
your right-hand Adverſary ſhould put up the 
Nine, or any lower Card; in this Caſe, win 
it with the Ace, and return the Lead upon 


the Adverſary, by playing the ſmall Card of 


that Suit ; who will have Reaſon to judge that 
the King lies behind him, and conſequently 
will not put up his Queen if he has it; and 
therefore you have a 


ning a Trick by this Method of Play, and at the 
ſame Time letting your Partner into the State 
of your Game, 


Iv. 


ir Probability of win⸗ 
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IV. 

If your Partner ſorces you to trump a Card 
early; in the Deal, you are to ſuppoſe him ſtrong 
in Trumps, except at the Points of 4 or 9; and 
therefore, if you are ſtrong in Trumps, you 


may play them. 5 


Suppoſe you call at the Point of 8, and your 


Partner has no Honour; and ſuppoſe you ſhould 
have the King, Queen and Ten; the King, 
Knave, and Ten; or the Queen, and Ten of 
Trumps ; when Trumps are played always put 
en the Ten, which demonſtrates to your Part- 
ner that you have two Honours remaining, and 
ſo he plays his Game accordingly. 


VI. 


3 your right-hand Adverſary ts at 
the Point of 8, and his Partner has no Honour; 
and ſuppoſe you ſhould have the King, Nine, 
and one {mall Trump, or the Queen, Nine, and 
two ſmall Trumps ; when Trumps are played 
by your Partner put on the Nine, becauſe it is 


about 2 to 1 that the Ten is not behind you, 


and ſo you play your Nine to an —— 


VII. 

If you ſhould happen to lead a Suit of which 
you have the Ace, King, and two or three 
more, when you play the Ace, if your Partner 
plays the Ten or Knave; and ſuppoſe you 
ſhould have one ſingle Card in your Hand in 
any other Suit, ns two or three {mall Trumps 

only; 
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only; in this Caſe lead the ſingle Card, in or- 
der to eſtabliſh a Saw, and this Conſequence at- 
tends ſuch Play, viz. upon leading that Suit it 
gives your Partner an equal Chance of having a 
better Card in it than the laſt Player; whereas 
had he led that Suit to you, which is probable. 
had been his ſtrong Suit, the Adverſary would 
have made the Diſcovery of your attempting to 
eſtabliſh a Saw, they would trump out, and ſo 
prevent your making your ſmall Trumps : 1 
this Method of Play, your Partner will eaſily 
judge the Reaſon for your changing of Suits, 
and ſo py his Game accordingly. 


VIII. 

Suppoſe you have the Ace and Deuce of 
Trumps, and ſtrong in the three other Suits ; 
if you are to lead, play your Ace, and next 
your Deuce of Trumps, in order to put the 
Lead into your Partner's Hand, to take out 2 
Trumps for 1; and ſuppoſe the laſt Player wins 
that Trick, and that he leads a Suit of which 
you have the Ace, King, and 2 or 3 more, paſs 
it, becauſe it is an equal Wager that your Part- 


ner has a better Card in that Suit than the third 


Hand; if fo, he will then have an Opportunity 
of taking out two Trumps to one ; when the 
Lead comes into your Hand, you are to endea- 
vour to force out 1 of the 2 Tricks remaining, 
upon Suppoſition 11 Trumps to one are played 
out, and the Odds is ſtill in your Favour that 
your Partner has 1 of the 2 Trumps remaining. 


IX. 
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Suppoſe 10 Cards are played out, and that 
you have the King, Ten, and one ſmall Card 
of any Suit, which has never been led; and 
ſuppoſe you have won 6 Tricks, and ſuppoſe 
your Partner leads from that Suit, and that 
there is neither a Trump or thirteenth Card in 
any Hand; in this Caſe, unleſs your right-hand 
Adverſary puts on ſo high a Card as obliges you 
to play your King, do not put it on, becauſe 
upon the Return of that Suit you make your 
King, and conſequently the odd Trick, which 
makes 2 Difference: If there happens to be only 
9 Cards played out in the like Circumſtance, you 
are to play by the like Rule. This Method is 
always to be taken, unleſs the gaining of 2 
Tricks gives you a Chance either to ſave your 
Lurch, or to win or ſave the Game. | 

| X. 

Suppoſe 4 and B Partners againſt C and D, 
and let us ſuppoſe B has the two laſt Trumps, 
alſo the Queen, Knave, and Nine of another 
Suit; and let us ſuppoſe 4 has neither the Ace, 
King, or Ten of that Suit, and A is to lead 
that Suit: Query, What Card is B to play to 
give him the faireſt Probability of winning a 
Trick in that Suit? Anſwer, B is to play the 
Nine of that Suit, becauſe it is only five to four 
againſt him that his left-hand Adverſary holds 
the Ten; and if he plays either the Queen or 
Knave, it is about three to one the Ace or 


King is in his left-hand Adverſary's Hands, 


and 
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| ind conſequently he reduces the Odds of three 
to one againſt him, to five to four only. 


| XI, | 
Let us vary the foregoing Caſe, and put the 


King, Knave, and Nine of a Suit into B's 
| Hand, upon Suppoſition that 4 has neither Ace, 
| Queen, or Ten, when A leads that Suit, it is 

exactly equal whether Z plays his King, Knave, 
or Nine. | 


XII. 
Suppoſe you have Ace, King, and three or 


four ſmall Cards of a Suit not played, and that 


it appears to you that your Partner has the laſt 


Trump; in this Caſe, if you are to lead, play 


a ſmall Card in that Suit, it being an equal 


Wager that your Partner has a better Card in 


that Suit than the laſt Player; if fo, the Proba- 
bility is in your Favour that you make 5 or 6 
Tricks in that Suit; but if you ſhould play out 
Ace and King of that Suit, it is 2 to x that 
your Partner has not the Queen, and conſe- 
quently it is 2 to 1 that you make only two 


Tricks in that Suit; by which Method of Play 
| you riſk the loſing of 3 or 4 Tricks in that Deal 


to gain one only. 
A 

Suppoſe your Partner leads a Suit of which 
he has the Ace, Queen, Knave, and many more, 
and leads his Ace, and then plays his Queen; 
in caſe you have the King, and two ſmall Cards 
in that Suit, win his Queen with the King; 
and ſuppoſe you are ſtrong in Trumps, by 
| clearing 
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clearing the Board of Trumps, and having a 
ſmall Card of your Partner's great Suit, you do 
not obſtruct his Suit, and conſequently win 
many Tricks by this Method of * 


2 . 
| New Casts af WH IST, never publiſhed Jil 
1760. 


Cafe I. Heu to play for an odd Trick, 


UPPOSE you are elder Hand, and 1 


you have the Ace, King, and three ſmall 
Trumps, with four ſmall Cards of another Suit, 
three ſmall Cards of the third Suit, and one 
ſmall Card of the fourth Suit: Quere, How are 
you to play? Anſwer, You are to lead the 
ſingle Card, which, if it is won by the laſt 
Player, it puts him upon playing Trumps, or 
to play to your weak Suits; in which Caſe your 
Partner and you gain the Tenace. 


The like Caſe for an odd Trick, and that 
your Partner 1s to lead. 

Let us ſuppoſe he plays the Ace of the Suit 
of which you have only one, and proceeds to 
play the King of the ſame Suit, and that your 
right-hand Adverſary trumps it with the Queen, 
Knave, or Ten, do not overtrump him, but 
throw away a ſmall Card of your weakeſt Suit; 


the Conſequence of which! 18 ie becauſe 
| it 


B 


u 
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it leaves your Partner the laſt Player, and ſo 


ives him the Tenace in your weak Suits. 


The like Caſe upon Suppoſition you want four 
or five Points, and that your are elder Hand. 


In that Caſe play a ſmall Trump, and if 


your Partner has a better Trump than the laſt 
Player, and returns the Lead, put on your 
| King of Trumps, and then proceed to play the 
Suit of which you have four in Number. 


Theſe Examples being duly attended to, on 
all Parts of the Game, muſt be of great Conſe- 
quence to the Player; becauſe when he has no 
good Suit to play, his Partner being the laſt 
Player gains the Tenace in his weak Suits. 


Caſe II. 


A and B are Partners, againſt C and D. 12 
Trumps are played out, and 7 Cards only re- 


maining in each Hand, of which 4 has the laſt 


Trump, and alfo the Ace, King, and 4 ſmall 
Cards of a Suit. 


Quere, Whether A ſhould play the Ace, and ö 


King of that Suit, or a ſmall one? 
Anſwer, A ought to play a ſmall Card of 
that Suit, becauſe it is an equal Wager that his 


Partner has a better Card in that Suit than the 


laſt Player; and in this Caſe, if 4 Cards of that 
Suit ſhould happen to be in either of the Ad 
verſaries Hands, by this Method of Play, he will 
be able to make 5 Tricks in that Suit ; which 


it he played off his Ace and King, he had 
4 made 
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made only 2 Tricks in that Suit. If neither of 
the Adverſaries have more than 3 Cards in that 
Suit, he has an equal Wager to win 6 Trick: 
in it. 

Caſe III. 

Suppoſe 4 and B are Partners, 1 C and 
D, and that eight Trumps are played out, and 
that A has 4 of thoſe Trumps remaining, C< 
having the beſt Trump, and to lead, 

Quere, Whether C ought to play his rung 
or not ? 

Anſwer, C ought not to vlay his Trump to 
take out 1 of 4's Trumps, becaule, as he leaves 
3 Trumps in 4's Hands, in caſe 4's Partner 
has any great Suit to make, by C's keeping the 
Trump in his Hands, he can prevent him trom 

making that Suit by trumping it. 

IV. A Cafe of Curicſtty, firſt publiſhed 17 63. 
Suppoſe 3 Hands of Cards containing; 
Cards in each Hand, let A name the Trumps, 
and let B chuſe which Hand he pleaſes, A hav 
ing his Choice of either of the other 2 Hands, 

wins 2 Tricks. 
Clubs are to be Trumps. | 

Firſt Hand, Ace, King, and 6 of Hearts. 

Second Hand, Queen and 10 of Hearts, and 
10 of Trumps. 

Third Hand, 9 of Hearts, and 2 and 3 of 
Trumps. 

The firſt Hand wins of the ſecond. 

The ſecond wins of the third, 

And the third wins of the firſt, Y 

: CHAP, 
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CHAT XVIL 
New Laws at WaisT, as played at White's, 
at daunders's Chocolate-Houſe, &c. 1760, 


| L 
F any Body plays ont of his Turn, it is in the 


Option of either of his Adverſaries to call 


the Card play'd, at any Time in that Deal, pro- 
vided it does not make him revoke ; or if either 
of the adverſe Parties are to lead, he may de- 


ſire his Partner to name the Suit he chuſes to 
have him lead, and when a Suit is then named, 


his Partner mult play it if he has it. 
IT. 


No Revoke to be claimed till the Trick is 


turned and quitted, or the Party who revoked, 
or his Partner, have played again. 
III. 


If a Revoke happens to be made, the adverſe 
Party may add 3 to his Score, and take 3 Tricks 


from the Adverſaries, or take down 3 from 
their Score; and the adverſe Party, provided 


they are up, notwithſtanding the Penalty muſt 


remain at nine; the Revoke takes place of any 


other Score of the Game, 


W. 


If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Parties 


may call a new Deal ; and they are at Liberty 
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to conſult each other, whether they will have a 


new Deal. 
V. 
After the Trump Card is turned up, no 
body ought to remind his Partner to call, on 
Penalty of loſing a Point. 
= 
If the Trump Card is turned up, no Ho- 
nours in the preceding Deal can be tet up, un- 
leſs they were before claimed. 


T1. 
If any Perſon ſeparates a Card from the reſt, 


the adverſe Party may call it, provided he 
names it, and proves the Separation; but in 


caſe he calls a wrong Card, the adverſe Partics 
may call the higheſt or loweſt of any Suit, out 


of his or his Partner's Hands, the firſt Time 
either of them are to play, 


VIII. 

If any Perſon revokes, and before the Card: 
are turned diſcovers it, the adverſe Party ma; 
call the higheſt or loweſt Card of the Suit led. 
or have their Option to call the Card then 


play'd at any Time, when it does not cauſe a 


Revoke. 
IX. 
If a Card is turned up in dealing, it is in the 
Option of the adverſe Party to call a new Deal ; 


but if either of them have been the Cauſe of 
turning up ſuch Card, in that Cafe the Dealer 


has his Option. 
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If the Ace, or any other Card of a Suit is 


led, and it ſhould ſo happen that the laſt Play- 


er plays out of his Turn, whether his Partner 
has any of the Suit led or not, provided you do 
not make him revoke, he is neither entitled to 


trump it, nor to win the Erick. 
XI. 


If a Card is faced in the Deal, they 3 


deal again, unleſs it is the laſt Card. 
XII. 


Every Perſon ought to ſee that ko has 13 
Cards dealt; therefore, if any one ſhould hap- 
pen to have only I2, and does not find it out 
till ſeveral Tricks are played, and that the reſt 
of the Players have their right Number, the 
Deal ſtands good; and alfo the Perſon who 
plays with 12 Cards, is to be puniſhed for each 
Revoke, in caſe he has made any; but if any 
of the reſt of the Players ſhould happen to have 


14 Cards, in that Caſe the Deal is loſt. 
XIII. 


— 


If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, the Adver- 
22 55 have it in their Power to call any of the 
Cards once, or oftener, when they think proper, 
provided they do not make the Party revoke, 


and he is not to take up his Cards again. 


xIV. 
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A and 2 are Partners againſt C and D; 4 
leads a Club, his Partner B plays before the 
Adverſary C; in this Caſe, D has a Right to 
play before his Partner C, becauſe B played out 
of his Turn, | on 

| „ 

If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table; but ſhould it ſo happen that he has 
any loſing Card in his Hand, he is then liable 
to have all his Cards called. 

TOS © - 

If any Perſon calls at the Point of 8, and 
his Partner anſwers, and both the oppoſite Par- 
ties have thrown down their Cards, and it ap- 
pears that the other Side had not two by Ho- 
nours; in this Caſe they may conſult with one 
another about it, and are at Liberty to ſtand 
the Deal or not. 
XVII. | 

And if any Body anſwers when he has not an 
Honour, the adverſe Party may conſult one 
another about it, and are at Liberty to ſtand the 
Deal or not. 
| XVIII. 

The Dealer ought to leave in View upon the 
Table his Trump Card, till it is his Turn to 
play; and after he has mixed it with his other 
Cards, no Body is entitled to demand what Card 
is turned up, but may aſk what js Trumps: 
This Conſequence attends ſuch a Law, that " 
| Dealer 
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Dealer cannot name a wrong Card, which 
| otherwiſe he might have doge. 


XIX. 
No Revoke can be claimed after the Cards 


are cut for a new Deal. 


XX. 
If any Body claims a Revoke, the adverſe 


g party are not to mix their Cards afterwards, 
upon Forfeiture of the Revoke. 


XXI. | =» : 
A and B are Partners againſt C and D; A 


| plays the 10 of a Suit, the Adverſary C plays 
| the Knave of the ſame Suit, B plays a ſmall 
Card of the ſame Suit; but before O plays, 
his Partner C plays a thirteenth, or ſome other 
Card; the Penalty ſhall be in the Option of , 
or 3, to oblige D to win the Trick if he can. 


XXII. 
If any Body calls at 8, after he has played, 


it ſhall be in the Option of the Advertaries to 


call a new Deal. 
XXIII. 
and B are Partners againſt C and D, A 
leads a Club, C plays the Ace of Clubs, B 


plays a Club, and D, Partner to C, takes up 


the Trick without playing any Card; 4, and 
the reſt of the Players, play on, till it appears 


D has one Card more than the reſt; Penalty to. 


be in the Option of the Adverfaries to call 2 
new Deal, 


E 2 : XXIV, 


6 n A GR 


6% Ae TREATISE en 
XXIV. 
4 deals, and inſtead of turning up the 


Trump, he puts the trump Card upon the reſt 
of his Cards with the Face downwards ; he is 


to loſe his Deal, 
Theſe Laws are agreed to by the beſt Judges. 


CHAP, XIX, 


ADICTIONARY for WHIST, who 0 
reſolves almęſt all the critical Caſes that may : 


happen. at that Game; by Way of Deſtin 
and Anſwer, | 


OW to play T rumps to the greateſt 

Advantage, peruſe the Treatiſe of 
W hilt, Chap. I, Caſe 11, and all the remaining 
Caſes in that Chapter; alſo Chap, II. 


Bo How to play Sequences when Trumps ? 
Anſwer. You are to 2 with the higheſt 


of them, 


3. How to play Sequences when they's are not 


Trumps ? 5 
Anſ. If you have 5 in Number, you are to by 1 
begin with the loweſt; if 3 or 4 in Number, WW © ; 


always play the higheſt. this 


4. Why do you prefer playing of Sequence 1 
W than other Suits? Ss 
Auf. Becauſe they are the ſafeſt Lead, and 
Caſe 
gain the Tenace in other Suits, 
2 1 5. When 
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5. When ought you to make Tricks early? 
Anſ. When you are weak in T rumps. 


6. When ought you not to make Tricks 
early? 
Arſ. When you are ſtrong in Trumps. 


7. When do you play from an Ace-Suit ? 
Anſ. You do ſo when you have 3 in Num- 
ber only in any Suit (Trumps excepted.) 


8. When don't you play from an Ace-Suit ? 

Anſ. You ought not to lead from an Ace- 
duit, having 4 or more in Number in any other 
duit; becauſe the Ace is an Aſliſtant to your 


great Suit, and when Trumps are played out 


enables you to make that Suit, 


9. When any Card of Conſequence is turned 
ip on your Right or Left-hand, how are you 


to play in that Caſe? See Chap. X. Cale 1. 
Chap. XII. Caſe 1. 


10. Why are you always to * your Hand 
by your own and Adverſaries Scores? 

Anſ. Chap. I. Caſe 6. See References in 
this Caſe. 


11. How to know when your Partner has 


to more of the Suit played? See Chap. IV. 
Cales , „ Io 
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12. Reaſons for putting on at Second-haud 
the King, Queen, Knave, Ten, and when not? 


Chap. X . Cales 1, 2, 3. 


13. Why are you to play the Queen, Enave, 
or Ten of any Suit, when that Suit is played 
a ſecond Time, having three in Number only : 


hap XIII. Caſe 4. 


14. When ought you to over- -trump your 
Aciverſary, and when not? 

Anſ. When you are weak in Trumps you 
ought to over-trump him; but if ſtrong in 
Trumps, you ought to throw away a loſing 
Card. 


. Reaſons for not parting with the Com- 
3 of your Adverſary's ſtrong Suit. Chap. 
XIII. Caſe 1. 


16. If your Adverſary on your Right. -hand 
lerds a Suit of which you have the Ace, King, 
and Queen, why are you to put on the Ace 
preferable to the Queen? 

Anſ. Becanſe it deceives the Adver rſary; 
which, in this Caſe, is of more Conſequence 
to you than to deceive your Partner, 


17. To declare your ſtrong Suit, when pro- 
per to be done, and when not? 

Anſ. When you have only one ſtrong Suit, 
and you trump out to make that Suit, in this 
Caſe you ought to declate it; but if you are 

ſtrong 


the Gau of WHIST. 79 


a ffrong in all Suits, there is no Neceſſity of de- 
claring your ſtrongeſt Suit. 


18. The Ace turned up on your Right hand, 
and that yon have the Ten and Nine only of 
Trumps, why do you * ine len? Chap. 
XI. Caſe 1. 


19, Why do ok play from a Kling: -ſuit pre- 
ferable to a Queen - ſuit, having the like Num- 
ber of each. 

Anſ. Becauſe it is 2 to 1 that the Ace does 
in W not lie in your left-hand Adverſary's Hands, 
no MW and it is 5 to 4 if you lead from a aeen-ſuir, 
that the Ace or King lies in his Hands, and 
that you loſe your Queen, and ſo play to a 
Diſadvantage, 


20. Why do you play from A Queen- -ſuit 
F preferable to a Knave-ſuit ? | 
1 Anſwer'd Caſe 19. 


ce 21. When you have the four beſt Cards of 
any Suit, why do you throw away the beſt? 
T1 Anf. To let your Partner into the State of 
KY your Game, 
_ 22, Your Partner's ſtrong Suit, how are you f 
to make the moſt of it? | 1 
zit, . Chap. VI. has fix Examples to demonſtrate 
his Pf: | 
are a E 4 23. The 
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23. The Queen turned up on your Right. 
hand, you have the Ace, Ten, and one Trump, 
or the King, Ten, and one Trump, if the 
right hand Adverſary plays the Knave, Nen, 
how are you to play? 

Anfſ. You are to paſs it, by which you have 
an equal Wager of gaining a 'Trick, and cannot 
loſe by fo doing. 


24. Four Cards are played out, and e 
are gone round twice, your Partner not appear- 
ing to have any higher Trump than the 8, yet 
he has three Trumps; when he plays his third 
Trump, the next Hand puts on the Knave, 

there being the King only in the Adverſary's 
Hands, you having the Ace and Queen of 
Trumps ; 

Query, Whether are you to play the Ace or 
Queen? 

Anſ. Lou are to play the Ace. becauſe it is 9 
to 8 that the laſt Player has the King; and if 
you reduce the Cards to 2 in Number, it then 
is 2 to 1 in your raden by playing the Ace, 
that the King falls: The like Method may be 
taken in other Suits, upon the like Occaſions. 


EXAMPLE. 


Let us ſuppoſe that you have only 2 Cards 
xemaining in your Hands of any Suit, viz. the 
Queen and Ten; and let us ſuppoſe the Knave 
and Nine of the ſame Suit are in your Adver- 


ſary's Hands, when your Partuer leads that Suit, 
your 


it 
th 
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your right-hand Adverſary plays the Nine, and 
has one Card only remaining; 

Query, Whether you ought to play your 

ueen or Ten? 

Anf. You ought to play your Queen, becauſe. 
it is 2 to 1 that your left-hand Adverfary has 
the Knave, And in all Caſes of the like Na- 
ture you ought to play by this Rule. 


I would know what is the Odds that the 
Dealer at Whilſt holds four Trumps or more? 

Anſ. That he holds fonr Trumps or more is: 
232 to 165, or about a Guinea to 14s. 11 d. 
and almoſt a Farthing. 5 


CHAP. XX. 


An Exßlanation, for the Uſe of Beginners, of 
ſome of the TERMS or TECUNICaL WoRDs: 
made uſe of in this Treatiſe. 


FINESSING; 


EANS the endeavouring to gain an 
Advantage by Art and Skill, which con- 
ſiſts in this; when a Card is led, and you have 
the beſt and third beſt Card of that Suit, you! 


judge it beſt to put your third beſt Card upon 


that Lead, and run the Riſk of your Adverſary's 
having the ſecond beſt of it; that if he has it 
not, Which is 2 to 1 againſt bim, you are then 
lure of gaining a Trick. 
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 FQRCING, 


Means the obliging your Partner or your Ad- 
verſary to trump a Suit of which he has none, 
The Caſes mentioned in this Treatiſe will ſhew 
when it is proper to force either of them. 


LONG TRUMP, 
Means the having one or more Trumps in 
your Hand, when all the reſt are out. 


| | LOOSE CARD, 
Means a Card in a Hand that is of no Value, 
and conſequently the propereſt to throw away. 


POINTS. 


Ten of them make a Game; as many as are 


gained by Tricks or Honours, ſo many Points 
are ſet up to the Score of the Game. 


QVUART, 

In general is a Sequence of any four Cards 
immediately following one another in the ſame 
Suit. Quart-Major is therefore a Sequence of 
Ace, King, Queen, and Knave, in any Suit. 


QU „ 

In general is a Sequence of any five Cards 
immediately following one another in the ſame 
Suit. Quint-Major is therefore a Sequence of 
Ace, King, Queen, * and Ten in any 
Suit. 


RE VER 8 E, 
Playing at any Time the Rever/e, means ; only 


the playing your Hand in a different Manner; ! 
that 


2. 
) 


re 
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| that is to ſay, if you are ſtrong in Trumps you 
| play one Way, but if weak in Tr umps you 
play the Reverſe, viz. another. 


SEE-SAW, 
Is when each Partner trumps a Suit, and they 


; play thoſe Suits to one another to trump, 


SCORE. | 
Score of the Game, is the Number of Points 


| fet up, ten of which make a Game. 


TENA CE. 


{ Having the Tenace in any Suit ſuppoſes the 
E having the firſt and third beſt Cards, and 
| being the laſt Player, and confequently you 
| catch the Adverſary when that Suit is played': 

| As for Inſtance, in caſe you have Ace and Queen 
| of any Suit, and that your Adverſary leads that 
Suit, you mult win thoſe two Tricks; and ſo 


of any other Tenace in inferior Cards, 


TERCE, 


In general is a Sequence of any three Cards 
immediately following one another in ** ſame 
Suit. Terce-Major is therefore a Sequence of 
Ace, King, and Queen, in any Suit. 
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CHAP. XII. 


An ArTreictar, Mexory, or an eaſy Methed 
of aſſiſting the MEMORY of theſe that play at 
the Game of HIS T. 


To which: are added, 
Several CasEs not bitherto publiſoed. 
I. 
LACE of every Suit in your Hand, the 
worſt of it to the Left-hand, and the bel! 
(in Order) to the Right; and the Trumps ir, 


the like Order, always to the Left of all th: 


other Suits, 
i 


If in the Courſe of Play you find you have 
the beſt Card remaining of any Suit, put th: 
ſame to the Left of your 'Trumps, 


III. 

And if you find you have the ſecond-be/ 
Card of any Suit to remember, place it on the 
Right of your Trumps. 

5 

And if you have the third beſt Card of any 

Suit to remember, place a ſmall Card of that 


Suit between the Trumps and that third. beſt, 
to the Right of the STO: | 


V. 


To remember your Partner's firſt Lead, place 
2 ſmall Card of that Suit led. in the Midſt of 
your 


53) He wei ma 


od 
as 
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your trumps, and if you have but one Trump, 
on the Left of it. 
VI. 

When you deal, put the Trump turned up 
to the Right of all your Trumps, and part with 
it as late as you can, that your Partner may 
know you have that Trump left, and ſo play 
xccordingly. 


VII. 
To find where or in whot Suit your Adverſaries 
revoke. 


Suppoſe the two Suits. on your Right-hand 
:0 repreſent your Adverſaries in the Order they 
fit, as to your Right and Left-hand. 

When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall Card 


of that Suit amongſt the Cards repreſenting that 
Adverſary; by which Means you record not 


only that there may have been a Revoke, but 
alſo which of them made it, and in what Suit. 
If the Suit that repreſents the Adverſary that 
made the Revoke, happens to be the Suit he 
revoked in, change that Suit for another, and, 


a3 above, put a ſmall Card of the Suit revoked 


in, in the Middle of that exchanged Suit, and 
if you have not a Card of that Suit, reverſe a 
Card of any Suit you have (except Diamonds) 
and place it there. 
VIII. 
As you have a Way to remember your Part- 
ner's firſt Lead, you may alſo record in what 


Suit 
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Suit either of your Adverſaries made their fir 
Lead, by putting the Suit in which they made 
that Lead, in the Place which in your Hand 
repreſents that Adverſary, at either of your 
Right or Left-hand; and if other Suits were 
already placed to repreſent them, then exchange 
them for the Suits in which each ot them makes 
his firſt Lead. 

The foregoing Method is to be taken when 
you find it more neceflary to record your Ad- 
verſary's firſt Lead, than to endeavour to find 
out a Revoke. 


= | CHAP. XXII. 
The Laws of the Game at WnisT. 
E 


F any Perſon plays out of his Turn, it is 


A&A in the Option of either of his Adverſaries 
to call the Card ſo played, at any Time in that 
Deal, provided it does not make him revoke ; or 
if either of the adverſe Party is to lead, he may 
deſire his Partner to name the Suit he chuſes to 
have him lead, and when a Suit is then named, 
the Partner mult play it if he has it. 
No Revoke to be claimed till the Trick is 
turned and quitted, or the Party who revoked, 
or his Partner, have played again. 


* 


] 
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| III. | 

If a Revoke happens to be made, the adverſe 

Party may add 3 to his Score, and the revo- 

king Party, provided they are up, notwith- 

ſtanding the Penalty, mult remain at 9: The 

Revoke takes place of any other Score of the 

Game. - 
IV. 

If any Perſon calls at any Point of the Game, 

except 8, either of the adverſe Parties may call 


| a new Deal; and they are at Liberty to conſult 


each other whether they will have a new Deal. 


After the Trump-Card is ſeen, no Body ought 
to remind his Partner to call. 
VI. 
If the Trump-Card is ſeen, no Honours in 
the preceding Deal can be ſet up, unleſs they 
were before claimed, 


VE. -. 

If any Perfon ſeparates a Card from the reſt, 
either of the adverſe Parties may call it, pro- 
vided he names it, and proves the Separation; 
but in caſe he calls a wrong Card, either of the 
adverſe Parties may once call the higheſt or 
loweſt Card in any Suit led during that Deal. * 


. VIII. | | 
Each Perſon ought to lay his Card before 


bim; after he has done fo, if either of the ad- 


verſe Parties mix their Cards with his, his Part- 


ner is entitled to demand each Perſon to lay his 


Card 
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Card before him; but not to enquire who 
played any particular Card, 


IX. 

If any Perſon revokes, and before the Cards 
are turned diſcovers it, the adverſe Party may 
call either the higheſt or the loweſt Card of the 
Suit led, or have their Option to call the Card 


then played at any other Time, when it does 


not cauſe a Revoke. 

; No ogg 

If a Card in dealing is turned up, it is in the 

Option of the adverſe Party to call a new Deal, 

anleſs they, or either of them, have been the 

Cauſe of turning up ſuch Card; in which Caſe 
the Dealer has the Option. 


XI. 


If the Ace or any other Card of any Suit is 
led, and it ſhould ſo happen that the laſt Player 
plays out of his Turn, whether his Partner has 


any of the Suit led or not (provided you do 
not make him revoke) he 1s neither intitled to 


trump it, nor to win that Trick. 
XII. 


If a Card is faced in FE Pack, they muſt 


deal FR, except it is the laſt Card, 


| XIII. 
None of the Players are to take up, or look 
at their Cards, while any Perſon is dealing ; 
and if the Dealer ſhould happen to miſs Deal, 


in that Cafe he fhall deal again; and if a Card 
| x 18 
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s turned up in dealing, no new Deal is to be 
called. 
5 AV. 
When a Card is led, if one of the Adver- 


| faries plays out of his Turn, his Partner is not 


to win the Trick, if he can avoid it without 
revoking. 
XV. 1 

Every Perſon ought to ſee that he bas 13 

Cards dealt him; therefore if any one ſhould 


happen to have only 12 Cards, and does not 


find it out till ſeveral Tricks are played, and 
that the reſt of the Players have their right 


Numbers, the Deal ſtands good; and alſo the 


Perſon who plays with 12 Cards is to be 
puniſhed with each Revoke, in caſe he has made 
any; but if any of the reſt of the Players 
ſtould happen to have 14 Cards, in that Caſe 
the Deal is void. | 


. XVI. = 

If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, if his Part- 
ner does not give up the Game, the Adverſaries 
have it in their Power to call any of thoſe. 
Cards, when they think proper, provided they 
do not make the Party revoke. 


XVII. 
A and B are Partners againſt C and D; A 
leads a Club, his Partner B plays before the 


Adverſary C; in this Caſe D has a Right to 


play 
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play before his Partner C, becauſe 5 played out 
of his Turn. 


„ . 

If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table; but ſhould it fo happen that he haz 
any lo ing Card in his Hand, he is then able 
to have all his Cards called, 


XIX. 

No Perſon ought to aſk his Partner whether 
he had played an Honour, while the Large are 
Playing. | 

XX. | | 

A and B are Partners againſt C ou D; 4 
leads a Club, C plays a Spade, B plays the 
King of Clubs, and D plays a Club; Cdil- 
covers he has revoked before the Trick is turned; 

Query, What is the Penalty? 

B may take up his Card again, and ſo may 
D, and either A or B have it in their Option to 


oblige C to play the higheſt or the loweſt Card 
of the Suit led. 


XXI. 

If any Perſon calls at the Point of 8, and his 
Partner anſwers, and both the oppoſite Parties 
have thrown up their Cards, and it appears 
that the other Side had not two by Honours ; in 
this Caſe they may conſult with one another 
about it, and are at Liberty to ſtand the Deal 
Or not, 

XXII. 
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XXII, 

And if any Body anſwers, when he has not 
an Honour, the adverſe Party may conſult with 
one another about it, and are at Liberty to ſtand 
the Deal or not, 


XXIII. 
No Perſon may take new Cards in the Middle 
of a Game, without the Conſent of all Parties. 


XXIV, 

The Dealer ought to leave to View upon the 
Table his Trump Card, till it is his Turn to 
play; and after he has mixed it with his other 
Cards, no Body is entitled to demand what Card 
is turned up, but may aſk what is Trumps: 
This Conſequence attends ſuch a Law, that the 
Dealer cannot name a wrong Card, which he 
otherwiſe might have done. e 


End f the Ga Mu EF WHIS T. 
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5 SHOR T 
TREATISE 
On the GAME of 
QUADRILLE; 


SHEWING 


The Odds of winning or loſing moſt Games 
that are commonly played, either hy calling 
a King, or by playing Sans Pendre. 


To which are added, 
The LAWS of the GAME, 
| The SIXTH Evp1T10N, 


By EpMOND HoYLE, Gent. 
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ECAUSE a Learner may be at a Lofs 
to know the Rank and Order of the Cards, 
when Trumps or not, the two following Ta- 


ASHORT 


On the GAME of 


CHAT. I 


bles ſhew them. 


The Rank and Order of the Cards when not 


Clubs and Spades. 


King, 
Queen, 
Knave, 
Seven, 
Six, 
Five, 
Four, 
Three, 
Deuce, 


la all 9. 


Trumps. 


King, 
Queen, 
Knave, 
Ace, 
Deuce, 
Three, 
Four, 
Five, 
Six, 
Seven, 


Hearts and Diamonds. | 
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The Rank ang Order of the Cards when 
Trumps. 


Clubs and Spades. Hearts and Diamonds, 


Spadille, Zhe Ace of Spadille, the Ace f 
Spades, | Spadcs, 

Manille, - the Deuce of | Manille, the Seven 9 
Shades or of Clubs, Hearts, or of Dia: 


Baſto, the Ace of | monds, 
Clubs, _ | Baſto, the Ace f Cluis, 


Punto, the Ace Heart 
or Diamonds, 


King, King, 
Queen, Queen, 
Knave, Knave, 
Seven, Deuce, 
Six, Three, 
Five, Four, 
Four, Five, 
* "Three, Six, 

Inall zr. In all 12. 


You may obſerve by the foregoing Tables, 
that Spadille and Baſto are always Trumps; 
therefore the red Suits have one Trump more 
than the black. 

There are three Matadores, viz, Spadille 
Manille, and Baſto. 

Therefore, if an ordinary Trump is led, you 
are not obliged to play a Matadore upon it; 


but if Spadille is led, and you ſhould hold 
Manille 


LA 


1 
or ] 
\ 
*g 
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BK Manille or Baſto unguarded, you muſt play is; 
alſo if Manille is led, and you ſhould have Baſto 
unguarded, it mult be played. 


IM The Order of the falſe Matadbores. 
YT Clubs and Spades. | Hearts and Diamonds. 
i. WM anille, the Deuce of | Manille, the Seven of 


Clubs or of Spades, Hearts or of Dia- 
10% Baſto, the Ace of Clubs, monds, 


1 Baſto, the Ace of Clubs, 
Punto, the Ace of Hearts 
3 | or of Diamonds, 
King, King, | 
Queen, Queen, 
_ Kanave, Knave, 
. Seven, Deuce, 
"Si; © Three, 
Five, Four, 
Four, Five, 
Three, Six, 
In all 10. In all 11. 
bles, 


nps: You ſee by the foregoing Table the Order 
more Nor Rank of the falſe Matadores. 
We generally call them falſe Matadores, if we 


dille, begin at Baſto, and ſo Proceed by Sequences to 
any Number. 

„ you 

1 It; 
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CHAP. II. 
L 
HE firſt Thing to be PR after jor 
have ſeen your Cards, is, to aſk Leave ty 


paſs, or play, /ans prendre; and if you name; 
wrong T rump, you muſt abide by It, 


II. 
If all the Players paſs, he who has Spadill 
is obliged to play; but if he does not tak 
three Tricks, he is not baſted. 
III. 
The Player ought * to have a fair Probability 


of winning three Tricks when he calls a Kg an 
to prevent his being baſted. 

1 by 

IV. 5 — 

Therefore we will ſet down ſuch Games oni ot 

as give a fair Chance to win the Game by cal Ga 

ing a King, with Directions at the End of eac ; 

Cafe what Trump you are to lead. 1K 

„„ Har 

Calculations neceſſary to be underflood by ti at 

who have made ſome Progreſs in the Game. * 

| | Suit 

. Jour 


I would know what is the Odds that n 
Partner holds one Card out t of any two certa 


Cards ? thre 
Anfet 
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Anſwer. That he holds one Card out of any 


two certain Cards, is about 5 to 4 in his Fa- 
rour. 
II. 
I would alſo know what is the Odds that my 
Partner holds one Card out of * three cer- 
tain Cards? 


Anfwer. That he holds one Card out of any 
| three certain Cards, is about 5 to two in his 


Favour. 


An Zaun and Application of the foregoing 
Galculations. 


| . 

That your Partner holds one Card out of 
any two certain Cards. | 

Suppoſe you ſhould hold one Matadore, it is 
by this Calculation evident, that it is 5 to 4 in 


your Favour that your Partner holds one of the 


other two, and conſequently you may play your 
Game accordingly. | 

Again, ſuppoſe you call a King, and having 
i Knave and one ſmall Card of a Suit in your 
Hand, by the foregoing Calculation, it is plain 
that you have 5 to 4 in your Favour, that your 


Partner holds either the King or Queen of that 


Suit; and conſequently you have the Odds in 
your F avour to win a Trick in that Suit. 
4 | 
That your Partner holds one Card out of any 
three certain Cards. 


2 Suppoſe 
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' Suppoſe you have no Matadore, but with the 
Aſſiſtance of one of them you have great Odds of 
winning the Game; you may obſerve, by the iff / 
foregoing Calculation, that it is about 5 to f 
2 that your Partner holds one of them, 50 
having none. 

This Calculation may be applied to man; 
other Caſes, very uſeful to che Player. 


Games in Red, which may be played, calling 
a king. t 


1. | 
Spadille, Manille, two ſmall Hearts or Dis. 
monds, the Queen of Clubs, and one ſmall one, 
and four {mall Cards of the other Suits. Lead 


a {mall Trump. m 
„ 5 1 
Spadille, Manille, two ſmall Hearts or Dia. f 


monds, with the Knave and two ſmall Clubs, 
and three ſmall Cards of the other Suits, Lead 
a ſmall Trump. 0 

III. 

Spadille, Manille, two ſmall Hearts or Dix 
monds, three ſmall Clubs, and three fmil 
Cards of the other Suits, Lead a {ma 
Trump. 


Al 


| © 
* Spadille Punto, King, Queen, and one ſmil 
Heart or Diamond, three ſmall Clubs, iht 


Queen, and one Spade. Lead Punto. 
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V. 

I of WM Spadille, Punto, King, Knave, and one 

the mall! Heart or Diamond, the Knave and two 

3 '0 WM inail Clubs, and two Amal! Spades, Lead 
JO Punto. 
VI. 

Spadille, King, Queen, Knave, and one ſmall 

lleart or Diamond, with the Queen, K nave, 


lind one ſmall Club, and two ſmall Spades. Lead 
the King of Trumps. 
„ VII. 
Spadille, Three, Four, Five, and Six of 
Leal learts or Diamonds, King of Clubs and one 
more, Queen and two ſmall Spades; whether 
tider or any other Hand, when you have the 


Lead play a ſmall Trump, in the ſecond Lead 
play Spadille, 


Lea - var. 
Manille, Baſto, Punto, and two ſmall Hearts 


or Diamonds, three ſmall Clubs, and the Knave 


aud one — * Lead Manille. 
IX. 
N. B. Manille, Baſto, King, and two ſmall 


Club, and three ſmall Spades. Lead Manille, 


F 3 R. 


Hearts or Diamonds, Queen, and one ſmall 
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> 

N. B. Manille, Baſto, Queen, and 
ſmall Hearts or Diamonds, Queen, and _ 
ſmall Clubs, * and one Spade. Lead 
Manille. 

Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one {mall Club, 
Knave and two ſmall 8 pades. Play a ſmall 
Trump. | 

XII. 
N. B. Manille, Punto, King, and two ſmall 


Hearts or Diamonds, Queen, Knave, and one 


ſmall Club, King and one ſmall Spade, Lead 
Manille. 
XIII. 


Manille, Punto, Queen, and two ſmall Hearts 
or Diamonds, Queen, and one ſmall Club, 
King and two ſmall Spades. Play a ſmall 
Trump. 


XIV. 


Manille, Punto, and three ſmall Hearts or 
Diamonds, Knave, and one ſmall Club, King, 
Queen, and one ſmall Spade. Play a ſmall 
Jrump. | _ 

XV. 


Manille, and the four ſmalleſt Hearts or 
Diamonds, Queen, and one {mall Club, King, 


Qucen, 


Put 


VO 


; 
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queen, and one {mall Spade. Play a ſmall 


Trump. 
XVI. 


N. B. _Baſto, Punto, King, and two ſmall 
Hearts or Diamonds, King and Queen of 
Clubs, Queen, and two {mall Spades, Lead 


Balto. 
XVII. 


N. B. Baſto, Punto, Queen, and two ſmall _ 


Hearts or Diamonds, Queen, Knave, and ane 

ſmall Club, King and Queen of Spades. Lead 

Baſto, | 
XVIII. 


N. B. Baſto, Punto, and three of the ſmalleſt 
Hearts or Diamonds, King and Queen of Clubs, 


Queen, Knave, and one ſmall Spade, Play a 


(mall Trump. 
XIX. 


Baſto, and the four ſmalleſt Hearts or Dia- 
monds, King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall 
Trump. 

XX. 

N. B. Punto, King, Queen, and two ſmall 
Hearts or Diamonds, King and Queen of Clubs, 
Queen, Knave, and one {mall Spade. Lead 
Punto. | I n 


XXI. 


F 4 
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| 1 
Punto, King, and three ſmall Hearts cr 


Diamonds, King and Queen of Clubs, Queen, 


FEnave, and one ſmall Spade. Play a ſmall 
Trump. | 


You are to obſerve that thoſe Caſes which are 
marked thus { V. B. are very good Games to 
play, and that you have the Odds of your Side, 
to win thoſe which are not marked. 


CHAP. II. 
Games in Black, which may be played, calling 
a King. 
L 


\PADILLE, Manille, and two ſmall Clubs 
or Spades, the Knave, and two ſmall 
Hearts, and three ſmall Diamonds. Lead a 
{mall STUMP: 

JT, 

N. B. Spad lle, Manille, and two ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, and 
three ſmall Diamonds. Lead a ſmall Trump. 


00; 


Spadille, Manille, and two ſmall Clubs or 
Spades, three ſmall Hearts, three {mall Dia- 
monds, Lead a {mall T rump. 


IV. 


8 


ing 
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IV. 


VM. B. Spadille, King, Queen, and two ſmall. 


Clubs or Spades, with the Queen and one ſmall 
Heart, three ſmall Diamonds. Lead the King 
ot Trumps. 
V. 
Spadille, King, Knave, and two ſmall Clubs, 


Queen, and two Diamonds, two ſmall Hearts, 
Play a mall Trump. 


VI. 


Spadille, Queen, and three ſmall Clubs or 


Spades, Queen, and two ſmall Hearts, two 
ſmall Diamonds. Play a ſmall Trump. 
VII. 


| Spadille, and the four ſmalleſt Clubs or 
Spades, King and one {mall Heart, Queen and 
two ſmall Diamonds, Play a ſmall Trump. 


VIII. 


Manille, Baſto, King, and two ſmall Clubs or 


Spades, three {mall Hearts, and two {mall Dia- 
monds. Lead Manille. 


IX. 
Manille, Baſto, Queen, and two ſmall Clubs 


or Spades, three {mall Hearts, Queen, and one 
{mall Diamond. Lead Manille. 


Tg X. 


5 
* 


r 


* 8 
. * a —_ 
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Manille, Baſto, Knave, and two ſmall Clubs, 


or Spades, Knave and one Heart, three ſmall 
Diamonds. Lead Manille. 


XI. 


Manille, Baſto, and three ſmall Clubs or 
Spades, Queen and two ſmall Hearts, Knave 
and one {mall Diamond. Lead Manille. 


— XII. 
VNV. B. Manille, King, Queen, and two ſmall 
Clubs or Spades, King and one ſmall Heart, 
Queen, Knave, and one ſmall Diamond. Lead 
Manille. 
XIII. 


N. B. Manille, King, Knave, and two 


| ſmall Clubs or Spades, King and one ſmall 
Heart, Queen and two > {mall Diamonds. Lead 
Manille. | 


XIV, 


Manille, King, and three ſmall! Clubs or 
Spades, Queen, and two ſmall Hearts, King and 
one {mall Diamond, Play a {mall * 


RY: 


| Manille, and the four ſmalleſt Clubs or | 
Spades, King, Queen, and one {mail Heart, Wo 


fmall Diamonds. Play a ſmall Trump. 


VI. 


ll 


r 
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” XVI. 
XN. B. Baſto, King, Queen, and two ſmall 


Clubs or Spades, Queen and two {mall Hearts, 
King and one ſmall Diamond. Lead Balto. 


XVII. 


N. B. Baſto, King, Knave, and two ſmall 
Clubs or Spades, Knave and one Heart, King 
and two inal Diamonds. Lead Baſto. 


. 
NM. B. Baſto, King, and three ſmall Clubs 
or Spades, King and Queen of Hearts, Queen 
and two ſmall Diamonds. Play a ſmall Trump. 


XIX. 

Baſto, and four of the ſmalleſt Clubs or 
Spades, King acl Queen of Hearts, Queen, 
Knave, and one {mall Diamond. Play a {mall 
Trump. 

RR, 

N. B. King g, Queen, Knave, and two ſmall 
Clubs or Spades, King and Queen of Hearts, 
Knave and two {mall Diamonds. Lead the 
— of Trumps. 
| XXI. 

King, Queen, Seven, Six, and Five of Clubs: 
or Spades, King and Queen of Hearts, Queen, 
Knaye, and one ſmall Diamond, Leac the 
King of Trumps, 

F 6 You 
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You are to obſerve, that thoſe Caſes which are 
marked thus CV. B.) are very good Games to 
play, and you have the Odds of your Side, to 
win thoſe which are not marked. 

N. B. You are to call to your ſtrongeſt Suits, 
except you have a Queen guarded. And if 
you are elder Hand, you have a fairer Chance to 
win the Game than if middle Hand, becauſe you 
have an Opportunity of leading a Trump, 
which frequently makes your Adverſaries play 
againſt each other. 


0 H AP. IV. 


Cases calculated, ſhewing the Players the Odd. 


of winning the following Games at Qua- 


PRILLE, fans prendre; and alſo fuch Game: | 


24 1 8 not to be played ſans Prendre. 


Games i in Black, Elder Hand. 


. 
HRE E Matadores in Clubs, King and 
Six of Diamonds, King and Six of Hearts, 
King, Five and Six of Spades. Play Trump; 
to all the elder-hand Games. The above Game 
wins 1. 


| I. 

Three Matadores and the three of Clubs, 
King and Six of Diamonds, King and Six of 
Hearts, and two ſmall Spades. The abore 
Game wins 215 to 162, or about 4 to 3. 


about 4 to 3. 
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III. 


Three Matadores, Three and Four of Clubs, 
King and Six of Diamonds, three ſmall Hearts. 
Wins 291 to 86, or above 10 to 3. 


IV. 
Three Matadores, with Three, Four, and 
Five of Clubs, two ſmall Diamonds, and two 
{mall Hearts. Wins ncar 10 to 1. 


V. 

Spadille, Manille, King, Knave, Three, and 
Four of Clubs, two {mall Diamonds, two 
ſmall Hearts, Wins 4895 to 3022, or about 
8 to 5. 

Spadille, Manille, King, Three; Four and 
Five of Clubs, two ſmall Diamonds, wo {mall 
Hearts. Wins about 8 to 5. | 


3 VII. 
Spadille, Manille, King, Three and Four 
of Clubs, King and Six of Diamonds, and 
three ſmall Hearts, Loſes 1514 to 1125, or 


= 3 

Spadille, Manille, Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
imall Hearts, Loſes 1514 to 1125, or about 
410 3. 
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8 
Fpadille, Manille, Three, Four, and Five 
of Clubs, King, and one ſmall Diamond, and 


three ſmall Hearts. Loſes 2234 to 4 5, Or 


about 11 to 2, 
X. 


Three falſe Matadores and Three of Clubs, 
King and Six of Diamonds, King and Six of 
Hearts, King and Six of Spades. Wins 215 to 
162, or about 4 to 3. 


XI. 


Three falſe Matadores, Three and Four of 
Clubs, King and Six of Diamonds, King, Six 


and Five of Hearts. Wins 291 to 86, or above 


10 to 3. 
| X11, 


Three falſe Matadores, 'Three, Four, and 
Five of Clubs, King and Six of Diamonds, 
two fmall Hearts, Wins 1025 to 106, or near 

10 to 1. 

XIII. 


Manille, Baſto, Queen, Three, Four and 
Five of Clubs, King and one ſmall Diamond, 
two fmall Hearts. Wins 4895 to 3022, or 
above 8 to 5, 


XIV. 
Manille, Baſto, Knave, Three, Four and 


Ne of Clubs, * and one ſmall Diamond, 
two 


— c 


F 


e 
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two ſmall Hearts. Loſcs 4102 to 37 55, or al- 

molt 10 to 9. | 
NV. 

Spadille, Three, Four, Five, and Six of 
Clubs, King and one ſmall Diamond, King of 
Spades, King and one ſmall Heart, He muſt 
lead a ſmall Trump, and his Chance then for 
winning is 1749 to 890; or near 2 to 1 for 
winning. | 
XVI. 

Spadille, Three, Four, Five, Six and Seven 
ok Clubs, King and one Diamond, King of 
Spades, and King of Hearts. Wins about 
275 to 2. 


CHAP. V. 
Games in Red, Elder Hand. 


| 2 
HRE E Matadores in Hearts, King and 
one Diamond, King and one Spade, 
King and two Clubs. Wins 24 to 11, or 
about 2 to I. 


II. 


Three Matadores and Three of Hearts, King 
and one {mall Diamond, King and Queen of 
Clubs, and two ſmall Spades. Wins 7010 to 
1661, above 4 to 1; beſides the Chance that 
his Kings and Queens paſs, though he ſhould 
not fetch out all the Trumps, 


= 
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III. 


Three Matadores and Three and Four « 
Hearts, King and one ſmall Club, and thre: 
Diamonds. Wins almoſt 4 to 3. 


IV. 


Three Matadores, Three, Four and Five 0: 
Hearts, two ſmall Diamonds, two ſmall Club. 
Wins 291 to 86, or above 10 to 3. 


V. 

Spadille, Manille, Punto, Queen, Three 
and Four of Hearts, two ſmall Diamonds, and 
two ſmall Clubs. Loſes 1706 to 1339, 0. 
above 5 to 4. | 


VI. 
Spadille, Manille, Punto, Three, Four and 
Five of Hearts, two ſmall Diamonds, two 


ſmall Clubs. Loſes 1514 to 1125, er abovc K 
4 to 3. . 5 me 
VII. 1 

Spadille, Manille, King, Three, Four and 
Five of Hearts, two ſmall Diamonds, two | 
ſmall Clubs. Loſes 278 to 99, or about 14 lie 
A | | | 8p 

| VIII. 

Spadille, Manille, Three, Four, Five and 5 
* 


Six of Hearts, two ſmall Diamonds, two ſmal 
Clubs. Lofes above 3 to 1. ; * 
- = IX. 


df 
ee 


to 4. 
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IX. 
Spadille, Manille, Three, Four, Five and 
Six of Hearts, King and one Club, two ſmall 
Diamonds. Wins 1845 to 794, or above 


| © 

Spadille, Manille, Twe, Three, Four, Five, 
%x of Hearts, two ſmall Diamonds, one ſmall 
Club. Wins above 9 to 1, nearer 10 to 1. 

XI, 

Four Matadores in Hearts, King and two 
ſmall Clubs, King and two ſmall Spades. Wins 
about 16 to 1, That he fetches out the Trump 
is 7206 to 1465, near 5 to 1; beſides the 
Chance for his King's paſſing, though the 
Trump ſhould not fall. 


XII. | 

Three falſe Matadores and Three of Hearts, 
King and one {mall Club, King and one Dia- 
mond, King and one ſmall Spade. Loſes 5791 
to 2880, or above 2 to 1. 

XIII. 

Three falſe Matadores, Three and Four of 
Hearts, King and one Club, King and two 
Spades. Wins 215 to 162, or about 4 to 3. 

85 XIV. 

Three falſe Matadores, Three, Four and 

Five of Hearts, King and one ſmall Club, 


two ſmall _ Wins 291 to 86, or above 


10 to 3. 


xv. 
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XV. | 
Three falſe Matadores, with the Knave, the 
Three,. Four, and Five of Hearts, one {mall Dia- 
mond, two ſmall Spades, Wins 1025 to 106, 
near 10 to 1; but you are to ſuppoſe the Lead 
is to come into your Hand a ſecond Time, 
without 1 with a Matadore. 


XVI. 
Three falſe Matadores, with the Queen, the 
Three, Four and Five of Hearts, one ſmall Dia- 


mond, two ſmall Clubs. (As the former) wins 


near 10 to 1. 
XVII. 


Manille, Baſto, King, Three, Four and Five 


of Hearts, King and one Diamond, two ſmall 
Clubs. Lofes 1 514 to 1125, or about 4 to 3. 
r 


Manille, Baſto, Queen, Three, Four and 
Five of Hearts, King and one Club, two ſmall 
Spades. Loſes 278 to 99, or near 3 to 1. 


XIX. 


Manille, Baſto, Three, Four, Five and Six 


of Hearts, King and one Diamond, two ſmall 
Clubs. Loſes 2639 to 405, or about © to 1. 


. 


Spadille, Two, Three, Four, Five and Six 
of Hearts, King and one Diamond, King of 
Spades, and the King of Clubs, That he 


tetches out three Trumps by playing Spadille 
18 


— mans 
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1s above 4 to I, and conſequently above 4 to 1 
tor winning. 
XXI. 

Spadille, Three, Four, Five and Six of Hearts, 
King and one Diamond, King and one Spade, 
and the King of Clubs. 

That three ſure Tricks in Trumps lie 
againſt the Player is 1384 to 1255, and con- 
{quently the Odds is againſt his winning the 
Came. 

If he plays the G he muſt begin with 
ading a ſmall Trump; for if he plays Spa- 
dille, he has no Chance at all. 6 

At his ſecond Lead he ought to play Spa- | 
(ile, having the faireſt Probability of winning 
the Game by that Method of Play. 

In all the Games of faiſe Matadores, we have 
ſuppoſed the Player is not over-ruff'd before it 
comes again into his Hand. 


N. B. If you ſhould have a ſans prendre 
Game, and it ſhould be 5 to 4 for winning it, 
jou are to conſider that the calling a King 
nakes it a ſure Game won, beſides the Chance 
ot winning a Vole; and therefore, upon a ſtrict 
Calculation, it is found to be more adviſcable 
to call a King in ſuch a Caſe. 

N. good Player may play a weaker 


"ame, either elder or younger Hand, thay 
niddle Hand. 


CHAP 
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CHAP. VI. 
Laws at QUADRILLE. 


11 
"HOEVER names any Suit for Trumps, 
he muſt abide by it, though it ſhould 
happen to be his worſt Suit. 


II. 


If a Card happens to be faced in Dealing 
you mult deal again, except it is the laſt Card. 


"HE. 
If you play with eleven Cards you are 
baſted. 


IV. 


If you play ſans prendre, or have Matadores, 


you are to demand them before the next Dealer 
has finiſhed his Deal other w iſe Jou loſe the Be- 
nefit of them. 

| : V. 


If any Body names his Trump without afle 
ing Leave, he is obliged to play Sans prendre, 
unleſs he is the younger Hand, and all the rel 
have paſs'd. 


VI. 

If any Body plays out of his Turn, that 
Card played may be called at any Time in that 
Deal, provided he does not revoke; or the 
Adverſaries may demand the Partner of him, 

WhO 
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who played out of his Turn, or his own Part- 
ner, to play any Suit he thinks fit. 


| VII. | 
After the Game is won, if the Perſon who 


6, won the ſixth Trick plays a ſeventh Card, he 
is obliged to play for the Vole. 
7 VIII. 
If you have four Kings dealt you, you are 
7 at Liberty either to call a Queen to one of your 


d. Kings, or to call one of your Kings; but you 
are not to call the Queen of Trumps. 


IX. 
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8 If any Body ſeparates a Card from the reſt, 
he ought to play it, if the adverſe Party has AY 
a ſeen it, unleſs he plays Sans prendre. 4 
* x. | 
If the King called, or his Partner plays out Ir 
of his Turn, no Vole is to be played for. A 
. . 
7 No Perſon is to be bafted for a Renounce, 


g MW unleſs the Trick is turned and quitted ; and if 
any Perſon renounces, and it is diſcovered, if 
the Player ſhould happen to be baſted by ſuch 

+ KRenounce, all the Parties are to take up their 

i: Cards, and play them over again. 


ne XII. 

N, I Spadille is forced to play, he is not obliged 

w make his three Tricks. | 
| XIII. 


e 


wy Sans prendre. 


played. 
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XIII. 


Whoever undertakes playing the Vole, as the 
Preference of playing before him who ofters to 


XIV. 

If all Parties agree to it, before you begin 
to play, let the Perſon have the Preference 
of playing who plays for the moſt Tricks; 
which will prevent ſmall Games from being 


XV. 
The Player is entitled to know who is hi: 
King called, before he declares for the Vole. 


XVI. 


When ſix Tricks are won, he ho. won the | 
ſixth Trick ought to ſay, I play the Vole; o- 


-and no- 


I do not play the Vole; or, I alk— 
thing elſe. 
| XVII. 
He who wins the Vole is ts take double the 
Stake played for out of the Pool. 


XVIII. 


He who aſks Leave (if elder Hand) mar 
play Sans prendre, in Peference to any of the 
other Players. | 

XIX. 

If you have one King only, you may cal 

yourſelf, but mult win fix Tricks. 


XX. 


ae 


V 


en 


his 


the 


LX. 
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XX. 


If you play the King furrendered, he muſt 
win ſix Tricks who demands the King of any 


Body. 
He who has paſſed once (unleſs he has Spa- 


düle) has no Right to play afterwards ; alſo, 


he who has aſked the Queſtion is obliged to 
play, unleſs ſome Body elle plays Sans Prendre. 


XXII. 


If the Player, or his Friend, fhew their Cards 


before they have won 11x Tricks, the Adver- 
ſaries may call their Cards as they pleaſe, ſpeci- 
tying each Card. 
85 XXIII. 
Whoever has aſked Leave cannot play Sans 
prendre, unleſs he is forced. 


* 
You are at Liberty to look at the Tricks 
when you. are to lead, but not otherwiſe. 
XXV. 
Whoever undertakes playing for the Vole, and 


does not ſucceed, has a Right to the Stakes 
Sans prendre, and Matadores if he has them, 


taving won his Game. 
XXVI. 
Forced Spadille cannot play for the Vols. 


XXVII. 


If any Perſon diſcovers his Game he is not | 


entitled to play the Vole, 
5 XXVII. 
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XXVIII. 


If there happen to be two Cards of the "WF 
Sort, and found out before the Deal is ended, 
the Deal is void, but not otherwiſe. 


. 
No Body is to declare how many Trump: 
are played out. 
XXXV. 1 
He who plays, and does not make three 
Tricks, is to be baſted alone, unleſs he plays 
forced Spadille. 


Co 


| | don 
End of QUADRILLE. 


A SHORT 
TREATISE 

On the GAME of f 
PT WE E © 


DIRECTING, 


With moral Certainty, how to difcard any 
Hand to Advantage, by ſhewing the Chances 
of taking in any one, two, three, _ or 
five certain Cards. 


CoMPUTATIONS for thoſe who Bet their 
Money at the GAME. 


A L 8 O, 
The LAWS of the GAME. 


To which are added, 


Some RULES and OBSERVATIONS for playing 
well at CHESS, 


The Stxrn EDITION. 


By EDMOND HorLE, Gent. 
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R 1s 
on the GAME of 


P I GE E 


II. 


Ceneral RULES for playing at PTQUET, 
WI are to play by the Stages of your 


Game; what is meant by them, is, that 
when you are backwards in the Game, or be- 
ind your Adverſary, you are to play a puſhing 
Game, otherwiſe you are to make twenty-ſeven 
points Elder-hand, and thirteen Points Younger- 
hand; and you are always to compare your 
Game with your Adverſary's, and diſcard 
ccordingly. 


II. 


You are to diſcard in Expectation of winning 


the Cards, which is ſo eſſential a Part of the 
Game, that it generally makes twenty-two or 
twenty-three Points Difference; therefore you 
ire not to diſcard for low Pratorze, ſuch as 


tree Queens, three Knaves, or three Tens, 


62 becauſe 
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becauſe in any of theſe Caſes, the Odds are 
three to one, Elder-hand, that you do not ſuc. 


ceed, and ſeventeen to three Younger-hand, 


for let us ſuppoſe you ſhould go for a Puatcr:; 
of Queens, Knaves, or Tens, and throw out 
an Ace or a King; by ſo doing you run the 
Riſk of loſing above twenty Points in Expecta- 
tion of winning fourteen Points. 


III. 
At the Beginning of a Party you are to play 


to make your Game, which is twenty-ſeven 


Points Elder-hand, and thirteen Points Young 


er-hand ; therefore, ſuppoſe you are Elder-hand, 
and that you have a Terce-Mafor, and the Screw 


of any Suit, it is five to two but that you take 
in one Card out of any four certain Cards; 
therefore, ſuppole you ſhould have thre 
Queens, three Knaves, or three Tens, you are 


in this Caſe to diſcard one of them preferab}; 


to the Seven of ſuch a Suit, becauſe it is three 


to one that you do not take in any one certain 


Card, Elder-hand, to make you a Quatorseé, 
and conſequently you diſcard the Seven of {uch 
a Suit to a great Diſadvantage. Tx 


IV. 


If your Adverſary is greatly before you in the 
Game, the Conſideration of winning the Card 
mult be put quite out of the Queſtion ; there 
fore ſuppoſe you ſhould have a Quart to a Queen, 


or a Quart to a Knave; in which Caſe it is on) 


about 
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about five to four, being Elder-hand, but that 1 
are zou take in a Card to make you a Quint, and 1 
ſue· ¶ about three to one but that you take in a Queen, 1 
nd; N Knave, or Ten; and ſhould you have three k 
r2:M of eicher dealt you, it is good Play to make a | 
out Puſh for the Game, particularly if it is ſo far 
th: advanced as to give you but little Chance for it 
cta-M in another Deal; and in this, and other Caſes, 


you may have Recourſe to the Calculations 
aſcertaining the Odds. 


V. 


To gain the Point, generally makes ten 
Points Difference; therefore, when you diſcard, 
you muſt endeavour to gain it, but not riſk the 
loſing of the Cards by ſo doing. 

VI. . 

The ſaving of your Lurch, or the lurching 

of your Adverſary, is ſo material, that you 


ought always to riſk ſome Points to accompliſh 
either of them. 


VII. 

If you have ſix Tricks, with any winning 
Card in your Hand, never fail playing that 
Card; becauſe, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 
Play you diſcover what Cards your Adverſary 
has laid out. | : 

” VIII. | 

If you are greatly advanced in the Game, as 

ſuppoſe you are eighty to fifty, in that Caſe it is 
75 „ —_ 
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your Intereſt to let your Adverſary gain two 
Points for your one as often as you can, eſpecially 
if the next Deal you are to be Elder-hand ; but 
if, on the contrary, you are to be Younger- 
hand, and are eighty- ſix to fifty or ſixty, never 
regard the loſing two or three Points for the 
gaining of one, becauſe that Point brings you 
within your Shew. 


IX. 

The Younger-hand is to play upon the De. 
fenſive; therefore, in order to make his thirteen 
Points, he is to carry Terces, Puarts, and eſpe- 
cially to ſtrive for the Point : But ſuppoſe him 
to have two Terces from a King, Queen, or 
Knave, as it is twenty-nine to twenty-eight that 
he ſucceeds, he having in that Caſe four certain 
Cards to take in to make him a Quart to either 
of them, and, perhaps, thereby fave a Pique, 
&c. he ought preferably to go for that which he 
has the moſt Chance to ſucceed in: But it, 
inſtead of this Method of Play, he has three 

neens, Knaves, or Tens, and ſhould attempt 
to carry any of them preferably to the others, 
the Odds that he does not ſucceed being ſeven- 
teen to three againſt him, he conſequently dil. 
cards to a great * | 


| & 
The Elder or Younger-hand 1s ſometimes to 
fink one of his Points, a Terce, or three Kings, 


Queens, Ap or Tens, in hopes of winning 
the 
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/ 


two Ine Cards; but that is to be done with Judg- 4 
ially Inent, and without heſitating. 

but | | 

ger- XI. 

nis often good Play for a Younger-hand not 


to call three Queens, Knaves, &c. and to fink 
one Card of his Point, which his Adverſary may 
ſuppoſe to be a Guard to a King or Queen. 


XII. 


The Younger-hand having the Cards equally 
oe. Cealt him, is not to take in any Card if thereby 
he runs the Riſk of loſing them, unleſs he is 

rery backward in the Game, and has then a 


gat Scheme for a great Game. : 
= +7 XIII. 
c, if the Younger-hand has a Probability of 


he {Wiving or winning the Cards by a deep Diſcard. 
if, Ns for Example: Suppoſe he ſhould have the 
ee Wing, Queen, and Nine of a Suit; or the King, 
pt MWinave, and Nine of a Suit; in this Caſe he may 
diſcard either of thoſe Suits, with a moral Cer- 
tinty of not being attacked in them; and the 
Odds that he does not take in the Ace of either 
ot thoſ2 Suits being againſt him, it is not 
worth his while to diſcard otherwiſe in Expecta- 
won of ſucceeding, | 
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N 8 
The Younger-hand having three Aces dealt 
him, it is generally his beſt Play to throw out 
the fourth-Suit. 
XV. 
The Younger-hand is generally to carr 


Guard to his Queen-Suits, in order to make 
Points, and to ſave the Cards. 


XVI. 

When the Younger-hand obſerves that the 
Elder-hand, by calling his Point, has five Cards 
which will make five Tricks in Play, and may 
have the Ace and Queen of another Suit, 
he ſhould throw away the Guard to that King, 
eſpecially if he has put out one of that Suit, 
which will give him an even Chance of ſaving 
the Cards. 8 


XVII. 

If the Elder-Hand has a Quart to a King 
dealt him, with three Kings and three Queens 
(including the King to his Quart) and that he is 
obliged to diſcard either one of his Quart to 
the King, or to diſcard a King or Queen. 

Query. Which is beſt for him to diſcard ? 

Aufwer. The Chance for taking in the Ace 
or Nine to his Quart to a King, being one out of 
two certain Cards, is exactly equal to the taking 


either a King or a Queen, having three of bags 
75 ealt 
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dealt him ; therefore he is to difeard in ſuck 
: Manner as gives him the faireſt Freun 
of winning the Cards, 


The foregoing Caſe may be a general Di- 
rection to diſcard in all Caſes of the like Nature, 


either for the Elder or Younger- hand. 
xvm. 
Suppoſe the Elder-hand has taken in his five 


Cards, and that he has the Ace, King, and 


Knave of a Suit, having diſcarded two of that 
Suit: He has alſo the Ace, King, Knave, and 
two ſmall Cards of another Suit, but no win 
ning Cards in the other Suits. 


Nuery. Which of theſe Suits is he to play 


from, in order to have the faireſt Chance of 
winning, or ſaving the Cards? 
Anſwer. He is always to play from the Suit 


of which he has the feweſt in Number; be- 


cauſe, if he finds his Adverſary guarded there, 
the Probability is in his Favour that he is un- 
pee in the.other Suit; and ſhould he play 
rom the Suit of which he has the moſt in Num- 
der, and finds his Adverſary's Queen guarded, 


m that Caſe he has no Chance to lave or win 


the Cards. 


| XIX, | 
If the Elder-hand is fure to make the Cards 


equal, by playing * them in any particular 
G5 Manner, 


| l 
4.527 
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Manner, and is advanced before his Adverſary 
in the Game, he is not to riſk the loſing cf 
them; but if his Adverſary is greatly before 


kim, in that Caſe it is his Intereſt to riſk the 
loſing of the Cards, in Expectation of winning 
of them, | 
CHAP. H. 
Particular RULES and CasEs. 
E 
(2X UPPOSE you are Elder-hand, and tha: 
you have dealt you a Prart-Major, Witt 
the Scven and Eight of Clubs, the King and 
Ten of Diamonds, the King and Nine ol 
Hearts, with the Ten and Nine of Spades. 
Query. Whether you are to leave a Card, 
by carrying the Quart-Vlajor and two more of 
the ſame Suit for the Point, with two other 
Kings; or to throw out one Card of your 
Point? . 

Anfwer. It you throw out one Card of your 
Point, there is a Poſſibility that you reckon 
only five Points, and that your Adverſary may 
win the Cards, by which Event he gets eleven 
Points, beſides his three Aces, &c. which gives 
you a bad Chance for the Game : But by leaving 
a Card, and admitting that one Card of Conſe- 
quence lies in the five Cards which you are in- 


titled to take in, it follows, that you have font 
Chances 
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Chances to one againſt leaving that Card, and 


* conſequently it is your Intereſt to leave a Card; 

for Ml he Odds are alſo greatly in your Favour, that 

the Hou take in ſome one of the following Cares in 

nir our four Cards, viz, there are two to your 
"MF Point, three Aces, and one King. 

If you ſhould happen to have the Ace, King, 
and four {mall Cards of any Suit, with two 
ather Kings, and no great Suits againſt you, 
he like Method of the former Caſe may be 

practiſed, 
1 III. 


= Suppoſe you ſhould have the King, Queen, 
and four of the ſmalleſt Clubs, the King and 
Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades, 
Query. How are you to diſcard, with a Pro- 
bability of making the moſt Points ? 


and four ſmall Clubs, and to carry three entire 
Suits, with the King of Clubs; for this Reaſon, 
becauſe the Chance for your taking in the fourth 
King, is exactly the ſame as. the Chance of 
taking in the Ace of Clubs; in either of which 
Caſes it is three to one againſt you : But if you 
fail of taking in the fourth King, by diſcarding 
thus, you have a fair Chance to win the Cards, 
which will probably make twenty-two Points 
Difference. But ſhould you diſcard with an 


Expectation of taking in the Ace of Clubs, and 
| A 25 mould 


Anfwer. You are to throw out the Queen 
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ſhould happen to fail, you being obliged to 
throw out ſome of your great Cards, you would 


have a very diſtant Chance of either ſaving or 
winning the Cards, 


IV. 


Suppoſe you ſhould have the King and Queen 
of Clubs, a Terce-Major in Diamonds, Queen 
and Knave of Hearts, and a Suint from the 
Knave of Spades. 

B2uery. How are you to diſcard, with a Pro- 
bability of making the moſt Points? 

Anfwer. You are to throw out the Quint to 
a Knave in Spades, in order to make the mol! 
Points; becauſe let us admit that your Quint 
is good for every Thing after you have taken 
in, you in that Caſe only ſcore nineteen Points, 


if you carry it, and you probably give the | 


Cards up, and alſo the Chance of a Puatorze 
of Queens, beſides a great Number of Points 
in Play; and conſequently, by carrying the 
Nuit, you would difcard to a great Diſad- 
vantage. 


| V. 

Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs; the Queen and 
Knave of Diamonds; the Queen, Ten, and 
Nine of Hearts, with the Ace and Nine of 
Spades: 

Query. How are you to difeard ? ? 
Anſwer. You are to diſcard the King, Seven, 
Eight, and Nine of — and the Nine of 


Spades; 
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Spades; by which means you do not only go 


for three Suits, but you have the ſame Chance 
for taking in the fourth Queen, as you would 
have to take in the Ace of Clubs: Beſides, the 


Probability of winning the Cards is greatly i in 
your Favour, by this Method or diſcarding. 
. | | 

gan you have the Queen, Ten, Nine, 
Eight, and Seven of Clubs; the Knave and 
Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Ace and Nine of 
Spades. 

Query. How are you to diſcard ? 

 Anfwer. You are to diſcard the five Clubs; 
becauſe it is three to one that you do not take 
in the Knave of Clubs, and the carrying three 
entire Suits gives you a fairer Chance to ſcore 
more Points. 

VII. 


Suppoſe you have the Ace, Queen, and 


Knave of Clubs; the King, Queen, and 
Knave of Diamonds the Queen and Knave of 
of Hearts, with the Ten, Nine, Eight, and 
Seven of Spades. 

Query. How are you to diſcard 3 ? 

Anſwer, You are to diſcard the Ace of Clubs 


and the four Spades, becauſe it is only five to 


four. but that you take in a Queen or a Knave 
it is alſo about three to two that you take in an 


Ace : You have allo three Cards to your Terce 
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to a King to take in, viz. the Ace and Ten, or 


the Ten and Nine, to make you a Quint; all 
which Circumſtances conſidered, you have a 
fair Probability of making a great Game; 

whereas, if you ſhould leave a Card, by throw: 
ing out the four Spades only, you run the Riſk 
of leaving one of the following Cards, v:z. the 


King of Clubs, the Ace of Diamonds, the 


Ace, Queen, or Knave of Spades; in any of 
which Caſes you would probably loſe more 
Points than by throwing out the Ace of Clubs; 
and if you fhould carry two Suits, viz. thre? 
Clubs, three Diamonds, and the Queen of 
Hearts, you run the Ritk of putting out fourteen 
Points; and it is only five to four againſt your 
taking in a Queen or a Knave, and therefore 
Jou would diſcard to a great Diſadvantage. 


VIII. 
Suppoſe you have the King, Queen, and 
Ten of a Suit, and that your Adverſary has 


the Ace, Knave, and one ſmall Card of that 


Suit; and that you have only thoſe three 
Cards left, and you are to make three Points of 
them, 
Query. What Card are you to play? 
Anſwer. You are to play the Ten, 


IX, 


Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs, alſo the King, Queen, 
Ten, and Nine of Diamonds. 

Duery. 
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Query. Which of theſe Suits are you to 
carry, in order to have the the faireſt Proba- 
bility of ſcoring the greateſt Number of Points. 

Anſwer. You are to carry the King, Queen, 
Ten, and Nine of Diamonds, becauſe the 
Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 
Clubs; and alſo the Chance of taking in the 
Knave of Diamonds is equal to that of taking 
in the Knave of Clubs; by which Manner of 
diſcarding, you have a Probability of ſcoring 
fifteen Points for your Quint in Diamonds, 
inſtead of four Points for the Quart in Clubs; 
and the Chance for winning the Cards is better, 
becauſe by taking in the Ace of Diamonds you 
bave ſeven Tricks certain, which cannot hap- 
pen by taking in the King of Clubs, 


> 


Suppoſe you have four Aces and two Kings 
dealt you Younger-hand, in order to capot the 
Elder-hand, you are to make a deep Diſcard, 
ſuch as the Queen, Ten, and Eight of a Suit; 
by which Means, if you happen not to take in 
any Card to ſuch Suit, you may probably ca- 
pot the Adverſary. N 


XI. 


Suppoſe Elder-hand, that you have the Ace, 
Queen, Seven, Eight, and Nine of Clubs, 
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alſo the Ace, Knave, Seven, Eight, and Nine 
of Diamonds, 
Query. Which Suit are you to carry, in 
order to make the moſt Points ? 
Anfwer. You are to carry the Ace, Knave, 
Seven, Eight, and Nine of Diamonds, becauſe 


the taking in the King of Diamonds is equal to 


the taking in the King of Clubs, and conſe- 
quently as good for winning the Cards ; but 
you have the Chance of taking in the Ten of 
Diamonds to make you fifteen Points, which 


Event cannot happen by taking i in any one cer- 
tain Card in Clubs. | 


XII. 


Suppoſe Elder-hand, that you have the Ace, 
Queen, Seven, Eight, and Ten of Clubs, 
alſo the Ace, Knave, Seven, Eight and Ten of 
Diam onds. 

Query. Which Suit is beſt to carry ? 

Anſwer. You are to carry the Ace, Knave, 


Seven, Eight, and Ten of Diamonds, becauſe 


the Chance of taking in the King of Diamonds 
is equal to the Chance of taking in the King ct 
Clubs, and conſequently as good for winning 
the Cards; ; but you have an additional Chance 
of taking in the Nine of Diamonds to make you 
fifteen Points, which Event cannot happen by 
taking in one certain Card in Clubs, 


XIII. 


So 


hit 


vo 
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XIII. 


| Suppoſe you have the Ace, Queen, Ten, 
and two more of a Suit; alſo the Ace, Queen, 


and Ten of another Suit only. And let us 


ſuppoſe, that your Adverſary has ſhewn ſix 
Cards for his Point; ſuppoſe the Ace, Queen, 
and four ſmall ones, and ſuppoſe you are 
guarded in that Suit, as ſoon as you have the 
Lead, you are to play from the Suit of which 
you have the feweſt in Number, becauſe if he 
is guarded in that Suit, he is probably un- 
guarded in the other Suit; but ſhould yon be- 
gin with the Suit of which you have the moſt 
in Number, if he happens to be guarded there, 
you have then no Chance to win the Cards; 
which may prove otherwiſe, if you begin with 
the Suit of which you have the feweſt in Num- 
ber. If he is guarded in both Suits you have 
no Chance to win the Cards. 


HAP. I. 


Some COMPUTATIONS, directing, with moral 
Certainty, how to diſcard well any Hand, 


I. 


TVHE Chance of an Elder-hand's taking in 


one certain Card is three to one againſt 


him, 
II. 
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H. 


That of his taking two certain Cards is 18 
to 1 againſt him. 


II. 


I on know what are 1 Odds that an 
Elder-hand takes in four Aces ? 


againſt him, for him. 
Anfwer, That he takes?) 68 
in 4 Aces is - 8 N 
At leaſt 3 of them is about 33 to 
| 2 of them + 
1 of them . 


IV, 


If an Elder-hand has one Ace dealt him, 
what are the Odds that he takes in the other 
three ? 


to 1 


| T againſt him, for him, 
Anſwer. That he takes ED. 

in the 3 Aces : 1 

At leaſt 2 of them about 6 to [ 

1 of them 2 0 3 


: V. 
If an Elder-hand has two Aces dealt him, 


1 


what are the Odds that he takes in the other 
two ? 


againſt him, for him, 


Anſiber. That he takes in? 16 os . 
the other 2 Aces is © 
At leaſt 1 of them is near 5g 272 to 17 


to 4 againſt him, or 
VI. 
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VI. 


In caſe the Elder-hand has two Aces and two 


Kings dealt him, what are the Odds that he 
takes in either the two Aces or two Kings 


remaining? 
againſt him, for him. 


Anfwer, It is about - - 17 to 2 
| VII. 


Elder-hand having neither Ace nor King 
dealt him, what is his Chance to take in both 


i Ace and a King in 2, 3, 4, or 5 Cards? 


| againſt him. for him. 
Anſwer. In 2 Cards is about 11 to 1 


In 3 Cards -. - 4 1 


In 4 9 w& 6 
In; 3233 % . 


VIII. 


What are the Odds that a Younger-hand 
takes in two certain Cards? 

Eh againſt him, for him. 
 Anfeer, — — 62 to [ 
What are the Odds that a Younger- -hand 

takes in three certain Cards ? 
againſt kim. for him. 
Anſwer. 


IX. 
The Vounger-hand having no Ace dealt 


kim, what Chance has he for his taking one? 
againſt him, for him. 


Lnfecr. It is — — 28 to 29 
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If the Younger-hand has one Ace dealt him, 
what are the Odds of his taking in one or two 


of the three remaining Aces ? 
againſt him, for him, 


Anſwer. That he takes in "> 
two of them is about 9g : 
At leaſt one of them 


— 3 © 4 
7 2 
What are the Odds that the Younger-hand 
takes in one certain Card ? 


Anſwer. That he does not 
take it in is WE; 9 3 
What is the Odds of a Puart-Blanch : 2 


againſt him. for him, 
Anſwer, —— — 1791 to 1 


againſt him. for him. 


CHAP. IV. 
An EXPLANATION and APPLICATION of the 
foregoing CALCULATIONS. 


I. 

 F by the firſt Calculation it is three to 

one, that, being Elder-hand, you do not 
take in one certain Card ; you have, therefore, 
a better Chance of advancing your Game, by 
carrying two Suits for Points and the Cards, 
than by aiming at Quatorze of Queens, Knaves, 
or "Ts. 


II. 


de 
ou 
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II. 
Second Calculation; to take in two certain 
Cards, Elder- hand, is eighteen to one againſt 

ou. 

; Therefore ſuppoſe you have a Puart-Major, 
and two other Aces dealt you, the Odds that 
you do not take in the Ten to your Pyart- 
Major, and the other Ace, 1s eighteen to one 
againſt you ; but that you take in one of them, 
is only twenty-one to ſeventeen againſt you. 
And ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen to one 
againſt your taking in the other Ace and the 
other King; yet it is not much above five to 
four, but that you take in one of them. This 
Example ſhews, how you are to diſcard in Caſes 


of the like Nature. 


| „ 

The Odds in taking in four certain Cards, 
as four Aces, &c. being nine hundred and 
ſixty· eight to one by the third Calculation, is ſo 
great a Chance of not ſucceeding, that it 1s 
ſcarce worth further Notice. 

But to take in three Cards out of any four 
certain Cards, Elder-hand, is only thirty- -three 
to one againſt you. 


EXAMPLE. 
Suppoſe you have two Aces and two Kings 
dealt you, the Odds of taking in three of them 


out of four certain Cards, ſuch as two Kings 
2 8 and 
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and one Ace, or two Aces and a King, are 
only thirty-three to one againſt you, 
But ſuppoſe you ſhould want to take in any 
two out of four certain Cards, ſuch as the 
Queen of Clubs, the Ten of Diamonds, the 
Ace of Spades, and Knave of Hearts, being 
Elder-hand, it appears by the Calculation to be 
three to one againſt you; and the Odd: 
are the ſame for any two out of four certain 
Cards, „„ . 
Put if, being Elder-hand, you only wan! 
one Card out of four, the Odds are five to two 
in your Favour that you take it in. There- 
fore, if you have four Tens, or any inferior 
Qusatorze dealt you, and no Ace, it is great 
Odds in your Favour, that, being Elder-hand, 
you take in one Ace, and ought to play your 
Game accordingly. But you muſt always con- 
ſider the Diſadvantage cither of loſing the 
Cards, or run the Riſk of a Capot, which you 
run the Hazaad of, by ſpoiling your Hand, 
with keeping four Tens when they are not 
good. 
| 5 3 

By the fourth Calculation; if you have one 
Ace dealt you, it is one hundred and thirteen 
to one that you do not take in the three others; 
forty-nine to eight, or about ſix to one, that 
you do not take in two out of the three; but 
that you take in one out of the three, is about 


three to two in your Favour, or one hundred 


and thirty-ſeven to ninety- one. : 
| 13 As 


Fs 
Cs 
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As for EXAMPLE, 


You have a Quart from a King, and two 


Kings more dealt you; as it is three to two 
that you take in either Ace or Nine to your 
Quart to the King, or the fourth King, as 


you have the Chance of reckoning fourteen or 
fifteen Points by this Method of diſcarding, 


you ought to play accordingly : And this Me- 
thod ſhews you how to play any Hand of the 
like Sort, 


But if you ſhould diſcard, with an Expec- 


tation of taking in two Cards out of three cer- 


tain Cards, the Odds againſt ſuch an Event 


being above ſix to one, your Game muſt in- 


| deed be very deſperate if you attempt to diſ- 


card to that Purpoſe. The Chance of taking 
in three certain Cards, being one hundred and 
thirteen to one, is a very diſtant Chance; yet 
eren ſuch does happen ſometimes, but ought 
never to be ventured upon, but when a Man 
has no other Reſource 1 in the Game. | 


V. 


The fifth Calculation is, that if you have 


two Aces dealt you ; it is eighteen to one that 
jou do not take in the two other Aces; but 
only ſeventeen to twenty-one that you take i in 
one of them. Let us illuſtrate the Uſe of this 
by an Example. Suppoſe you have a Quart- 
Major dealt you, and a Quart to a King, and 
that you are greatly behind your Adverſary in 

the 
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the Game; to take in the Ten to your Pyar. 
Major is three to one againſt you; but to take 
in the Ace or Nine to your Quart to the King, 
is only about five to four againſt you. 

Alſo, by the ſame Rule, ſuppoſe you hare 
three Kings and three Queens dealt you, the ! 
Odds of your taking in both a King and a l 
Queen, are eighteen to one againſt you ; but 
that of your taking one of them, is only fire 
to four againſt you. : 

All other Cafes of the like Nature may be 
diſcarded by this Method of Calculation. 


| VI. | 
„As, by the ſixth Calculation, it is ſeventecn 
to two that you do not take in two certain Card; 
out of four, ſuch as two Kings, two Queens, Cc 
you mult not, therefore, confound this with 
the third Calculation, where the Odds are not 
above three to one that you take in two Card; 
out of the four. 


VII. 
Having neither an Ace nor a King dealt you, l 
what are the Odds of your taking in both an nin 
Ace and a King in two, in three, in four, or 55 
e cal 
Anſuer. To take in an Ace and a King, WF... 


| againſt you, for you, 
In 2 Cards is about — 11 two 
In 3 Cards — — 4 to 
In 4 Cards — =— 9 to 

Ia 5 Cards — 33 to 


201 


ith 


not 
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You may obſerve, by the foregoing Calcu- 
lation, what are the Odds of taking in two, 
three, four, or five Cards out of any eight cer- 
tain Cards, and conſequently diſcard 10 the 
greateſt Advantage. 

The foregoing Calculation is e * the 
Elder or Lounger-hand. 


EXAMPLE. 


Let us ſuppoſe the Younger-hand to have 


two Quatorze againſt him, he may obſerve, 
that it is not above four to one but that he 


takes in one of each of them. The like Rule 


may ſerve for any other eight certain Cards, 


i. AI, 
As by the eighth Calculation it is ſixty- two 
to one, that the Younger-hand does not take 


in two certain Cards, which Event happening, 


he ought not therefore to run the Hazard of fo 
great a Chance, but when his Game is deſpe- 
rate, and does not promiſe him another Deal. 


| IX. | 
By the ninth Calculation, as it is twenty- 


nine to twenty-eight that the Younger-hand 


takes in one Ace, having none dealt him; the 
Calculation is the ſame for any Card out of four 
certain Cards. 


33 


As for EXAMPLE. | 
Suppoſe you have two Quarts dealt you 


from the King or Queen of any Suit, it is the 
lame Odds of twenty-nine to twenty-cight, but 
that 


r — 


146 4 TRTATISE en PIQUET. 


that you take in a Card to make one of them; 
Quint, and therefore you are to diſcard accor- 
dingly. 

As alſo, that you take in either Ace, King, 
Queen, or Knave, of any one Suit, when a Pique 
or Repique is againſt you. 


X. 

The tenth Calculation is, that if the Younget- 
hand has one Ace dealt him, it is twenty-one 
to one that he does not take in two Aces, and 
about three to two that he does not take in one 
of them; which Calculation holds good in the 


taking in any three other certain Cards. There. Win t 
fore, for Example, let us ſuppofe, that as it is Mder- 
but three to two againſt the Younger-hand's MW = 
taking one Card out of three to fave a Pique, Nue 
or ſ a Repique, it would generally be reckoned Miki: 


good Play, cither to throw one from his Point, 
or diſcard a King, &c. for the Event of ſucha 
— 3 
XI. 
By the dleventh Culculation it is 88 to 
three, Younger-hand, againſt your taking in 
any one certain Card; therefore, the Odds of not 
ſucceeding in this Caſe are ſo greatly againſt 
you, that it ought not to be attempted, eſpe- 
cially if the winning or ſaving the Cards is riſked 
by ſo doing, except in deſperate Caſes. wot re 
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R CHAP. v. 
„ss of CurIosiTY and INSTRUCTION, 
le T. | 


UPPOSE you are Younger-hand, and that 
you have the Queen, Knave, Seven, Eight, 
ad Nine of Clubs; alſo the Seven and Eight of 


ne Diamonds, the Seven of Hearts, and the Ten, 
ad Nine, Eight, and Seven of Spades; and that 
ne Mike Elder-hand has left a Card. 

he WM 2rvery. How are you to diſcard, to put it 
e- Win the Power of the Cards to repique the El- 
is Wecr-hand ? 

is W Anfver. You are to carry the five Clubs and 
je, the four Spades, and to leave a Card; and by 


king in the Ace, King, and Ten of Clube, 
jou repique your Adverſary. 


a = 2 


Ling of Diamonds, the Ace of Hearts, and the 
Ace of Spades: 

Query. Whether you repique the vounger- 
and, or not? 


Pe. Nuart-Blanche, by having three Quarts from a 
len, which reckons firſt; and therefore he 1 18 
ot 8 


III. 
What f is the higheſt Number to be made of 05 
| Pique. 


. 
H 2 Anfwer. 


bappole you have eight Clubs, the Ace and 


Anfwer. The Younger-hand may have a 
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Anſwer. Eighty- two Points. 
What are the Cards which compoſe that 2 
Number ? | e 
Anfwer. A Onart-Major | in Clubs, a Ouart. in 
Major in Diamonds, Ace, King, and Ten oi 
Hearts, with the Ace of Spades. 
This is only upon Suppoſition that the 
Quart-INajor is good for every 8 


IV. 


What is the higheſt Number to be made of 
a Repique and Capot ? | 

Anfwer. A hundred and ſeventy Points. 

What are the Cards which compoſe that 
Number? 

Anſeber. The four 2 e which arg 
ſuppoſed to be good for every Thing. 


V. 


Suppoſe you are Elder-hand, and that 50 
want eight Points of the Game, and that thq 
Younger-hand wants twenty-three Points; at 
ſuppoſe you have dealt you the Ace, King, an 
Queen of Clubs; the Ace, King, and Ten 0 


Diamonds; the. Ace, Knave, and Nine 0 

Hearts; the Knave, Nine, and Seven of Spades Beg 
Query. How are you to diſcard, to preven} . © 

any Poſſibility of the Younger-hand's making * 


twenty-three Points, and he is not to reckon 
QAlarte· Blanche = D 


Anſwer 
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Anſwer. You are to diſcard the King and 

tht Queen of Clubs, the Knave, Nine, and Se- 

ren of Spades ; by which Method of diſcard- 
ng you are certain to make eight Points, be- 


fore the Younger-hand can make twenty-three 
Points. 


Art- 
N 0 


VI. 


Suppoſe you have the Ace, Queen, and 
knave of Clubs, with the King and Ten of 
Diamonds; and ſuppoſe your Adverſary has 
the Ace, Queen, and Knave of Diamonds, and 
the King and Ten of Clubs, your Adrerſary 
being to lead, is to make fire Points, or to loſe 
the Game. 

Query. How ſhall you play to prevent him 
from making of five Points ? 

Anfwer, When he plays his Ace of Clubs, 
you are to play your King of Clubs; by which 
Means he can only make tour Points. 


VII. 


A and B play a Partie at Piquet. 
They are one Game each of the Partie. 
n offs bas it in his Power to win the ſecond 
e Came; but then he is Younger-hand at the 
des I Beginning of the next Game. 
ven 4 bas it alſo in his Power to reckon only 
kind ninety-nine Points of the ſecond Game, and 5 
is to be ſeventy. 

Query. Whether it is 4's Intereſt to win the 
ond Game, or not? 


the 


e of 


that 


1 ard 


Jo 
t the 

all 
ane 


CON « 


ſwer 
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Anfwer, It is A's Intereſt to win the ſecond 

Game, in the Proportion of fourteen to thir. 

teen in his Favour. | 


CHAP. VL he 


Seme CoMPuTATIoNs for laying Money at 
the Game of PIQUET., 


| > 
T is five to four that the Eldeſt- mae wins 
the Game. 

II. 


It is about two to one that the Eldeſt- hand 
does not lurch the Younger-hand, 


III. 


It is near four to one that the Younger-hand 
does not lurch the Elder-hand, 


Suppoſe A and B make a Partie at PIQUET, 


A has the Hand; what are the Odds that A I 
wins the Partie ? | to | 

Anſwer. About * to twenty. 

If A has one Game, and B one Game, he 3 


who is Eldeſt-hand has above five to four to u in 
the Partie. . 


ond 
hir. 


at 


nd 


id 
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III. 

If Ahas two Games Love before they cut for 
he Deal, the Odds are ave four to one that 
he wins the Partie. 

” IV. 

If A has two Games Love, and A has the 


Hand, the Odds are about five to one that he 


wins the Partie. 
V. 
If B has the Hand when A is two Love, the 
Odds in favour of I are about three and a half 


o one. 
VI. 


if 4 has two Games, and Y one, before 


they cut, the Odds in Favour of A are above 
[WO to ONE, 
VII, 


if A has the Hand, and two Games to one, 


te Odds are about eleven to four. 


VIII. | 
If 3 has the Hand, when 4 is two Games 


to one, the Odds in favour of A arc about nine 


to five. 


IX. 


If A is one Game Love, and Elder-hand, 
he Odds in favour of 4 are about ſeventeen to 
ven. 


1 X. 
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If A has one Game Love, and Younger. 
hand, the Odds in favour of 4 are about two 
to one. 


CHAP. VII. 
Laws of the Game at PIQUET. 


+ 
HE Elder-hand is 2 to lay out 


one Card. 
II. 
If the Elder-hand takes in one of the three 
Cards which belong to the Younger-hand, he 
loſes the Game. | 


ä 
If the Elder-hand, in taking his five Cards, 
fhould happen to turn up a Card belonging to 


the Youger-hand, he is to reckon nothing 1 
that Deal. | 
IV. 
If the Elder or Younger- hand play with thir- 
teen Cards, he counts nothing. P 
a 
* | fe 


If the Elder-hand has thirteen Cards dealt n 
him, it is in his Option whether he will ſtand F 
the Deal or not; and if he chuſes to ſtand the 
Deal, he is to diſcover it, and to diſcard five 
Cards, and to take in four only. 
VI, 


Er- 
WO 


ut 


r- 
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VI. t 
If the Elder or Younger-hand reckons what 
they have not, they count nothing. 

VII. 
If the Elder-hand touches the Stock after he 


| has n he cannot alter his Diſcard. 


VIII. 

If a Card is faced, and it happens to be dil 
covered either in the Dealing, or in the Stock, 
there muſt be a new Deal, unleſs it be the 
bottom Card. | 

| — 8 | 

If the Dealer turns up a Card in dealing, be- 
longing to the Elder-hand, it is in the Option of 
the Elder-hand to have a new Deal. 


| | X. | 
If the Younger-hand takes in five Cards, it 
is the Loſs of the Game, unleſs the Elder- 
hand has left two Cards. 


_ 


XI, 
If the Elder-hand calls forty-one for his 
Point, which happens to. be a Quart-Major, 
and it is allowed to be gcod, and | only reckons 
four for it, and plays away, in 2 Can he is 
not intitled to count more. N 


| XII. 
If the Elder- hand ſhews a Point, or Quart, 
or Terce, and aſks if they are good, and after- 
H 5 wards 
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wards forgets to reckon any of them, it bars 
the Younger-hand from reckoning any of 
equal Value. 
| XIII. 

Quarte- Planche counts firſt, and conſequent 
ſaves Piques and Repiques : It alſo piques and 
repiques the Adverſary in the ſame Manner, 

as if thoſe Points were reckoned in any other 
288 
XIV. 

e reckons before any Thing 
elle; ; but need not be ſhewn till the Adverſary 
has firſt difcarded ; only if you are Eldeſt-hand, 
you muſt bid the Younger-hand to diſcard tor 
SPuarte-Blanche ; which after he has done, you 
ſhew your Blanche by counting your Cards 
down one after another, 


os 
You are to cut two Cards at the leaft. 


| XVI. 

If you call a Point, and do not ſhew it, you 

reckon nothing for it; and the Younger-hand 
may ſhew, and reckon his Point. 


XVII, 
If you play with eleven Cards, or c fewer, no 


Penalty atrends it. 
| XVIII. 
If the Elder-hand leaves a Card, and after 
de has taken in, he happens to put to his diſ- 


card de four Cards taken in, they muſt remain 
With 


2 
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with his Diſcard, and he only play with eight 
Cards, viz. thoſe added to his Diſcard. 


XIX. 

If the Vounger-hand leave a Card or Cards, 
and mixes it with his Diſcard before he has 
hewn it to the Elder-hand, who is firſt to tell 
him what he will play, the Elder-hand is ia- 
titled to fee his whole Diſcard. N 


XX. 

If the Younger-hand leaves a Card or Cards, 
and does not fee them, nor mixes them to his 
Diſcard, the Eldeſt-hand has no Right to fee 
them; but then they muſt remain ſeparate 


| whilft the Cards are playing, and the Younger- 


hand cannot look at them neither all that 
while. | 
W + f 


If the Younger-hand leaves a Card or Cards, 
and looks at them, the Elder-hand is intitled to 
{e them, firſt declaring what Suit he will lead. 


| XXII. | 

If the Dealer deals a Card too many, or tog 
ſew, it is in the Option of the Elder-hand to 
have a new Deal; but if he ſtands the Deal, 
he maſt leave three Cards for the Younger- 
land, 

XXIII. 

You are, in the firſt Place, to call your 
point; and if you have two Points, if you de- 
ſign to reckon the higheſt, you are to call that 
rſt, and are to abide by your firſt Call. 

| H 6 XXIV. 
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XXIV. 


You are to call your Terces, Quarts, Cinques, 
&c. next; and to call the higheſt of them, in 
caſe you def gn to reckon them. 


XXV. 


You are to call a 9uatorze preferable to 
three Aces, &c. if you deſign to reckon them. 


XXVI. 


If you call a Terce, having a Quart in your 
Hand, you muſt abide by your firſt Call. 


$OME 


3 


SOME 


Rulzs and OBSERVATIONS. 
FORK. 


Playing well at CHESS, 


| 


OU ought to move your Pawns before 
you ſtir your Pieces, and afterwards to 
bring out your Pieces to ſupport them; there- 
fore the Kings, Queens, and Biſhops Pawns. 
ſhould be the firſt played, in order to open your 
Game well. 


Il. 


"You are not, therefore, to play out any of 
your Pieces early in the Game, becauſe you 
thereby loſe Moves, in caſe your Adverſary has 
it in his Power, by playing a Pawn upon them, 
to make them retire, and alſo opens his Game 
at the ſame Time; eſpecially avoid playing 
your Queen out, til your Game is tolerably 
well opened. 


III. 


158 Rur ks and OBSERVATIONS 


UI. 
Avoid giving uſeleſs Checks, and never pive 
any, unleſs you thereby gain ſome Advantage, 
becauſe you may loſe the Move if he can either 
take or drive your Piece away. 

| IM. 

Never crowd your Game by having too 
many Pieces together, for fear of choaking up 
your Paſſage, ſo as to hinder your advancing 
or retreating your Men as occaſion may re- 
quire. 

= he - 

If your Game happens to be crowded, en- 
deavour to free it by making Exchanges of 
Pieces or Pawns, and caſtle your King as foon 
as you conveniently can. 

VI. 


Endeavour to crowd the Adverſary's Game, 
which is to be done thus: When he plays out 
his Pieces before he does his Pawn, you are 
to attack them as ſoon as you can with your 
Pawns, by which you may make him loſe 
Moves, and conſequently crowd him. 


VII. 


Never attack the Adverſary's King without a 


ſufficient Force ; and if he attacks your King, 
and you have it not in your Power to attack 
his, you are to offer Exchanges with him ; and 
it he retires, when you preſent a Piece to ex- 
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change, he may loſe a Move, and ien 
you gain an Advantage. 


VIII. 

Play your Men in ſo good Guard of one an- 
other, that if any Man you advance be taken, 
the adverſe Piece may alſo be taken by that 
which guarded yours; and for this Purpoſe, be 
ſure to have as many Guards to your Piece, as 
you ſee your Adverſary advances Pieces upon it ; 
and if you can, let them be of leſs Value than 
thoſe he aſſails with. If you find that you can't 
well ſupport your Piece, ſee if by attacking one 
of his that is better, or as good, whether you 
can't thereby ſave yours. 


IX. 


Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for 
thereby you open your Adverſary's Game, and 
make him ready prepared to pour in a ſtrong 
Attack upon you, as ſoon as your weak one 
is over. he 

X. 

Never play any Man till you have examined 
whether you are free from Danger by your 
Adverſary's laſt Move; nor offer to attack till 
you have conſidered what Harm he would be 


able to do you by his next Moves, in Conſe- 


quence of yours, that you may prevent his De- 


I vgns, if hurtful, before it be too late, 
XI. 
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160 RULES and OBSERVATIONS 
When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme 
(if poſſible) on to giving him Mate, by taking 
any Piece, or other Advantage, your Adver- 
ſary may purpoſely throw in your Way, with 


the Intent, that by your taking that Bait, he 


might gain a Move that would make your De- 
ſign miſcarry. 8 
XII. 


When you are purſuing a well laid Attack, 
but find it neceſſary to force your Way through 
your Adverſary's Defence, with the Loſs of 
ſome Pieces; if, upon counting as many Moves 
forward as you can, you find a Proſpe& of 
_ Succeſs, ruſh on boldly, and ſacrifice a Piece 


or two to gain your End : Theſe bold Attempts 


make the fineſt Games. 


XIII. 

Never let your Queen ſtand ſo before your 
King, as that your Adverſary, by bringing a 
Rock or a Biſhop, might check your King if 
ſhe were not there, for you might hardly chance 
to fave her. | | 
Let not your Adverfary's Knight (eſpecially 
if duly guarded) come to check your King 
and Queen, or your King and Rook, or your 
Queen and Rook, or your two Rooks, * the 

m2 ame 
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ſame Time; for in the two firſt Caſes, the 
King being forced to go out of Check, the 

ueen or the Rook muſt be loſt; and in the 
two laſt Caſes, a Rook muſt be loſt at beſt, 
for a worſe Piece. 


XV. 
Take care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. 


RVI. 


When the Kings have caſtled on different 
Sides of the Board, the Adverſary muſt ad- 


vance upon the other King the Pawns he has 


on that Side of the Board, taking care to 


bring his Pieces, eſpecially his Queen and 


Rooks, to ſupport them; and the King that 
has caſtled, is not to ſtir his three Pawns till 


forced to it. 
XVII. 


In playing the Game, endeavour to have a 
Move, as it were in Ambuſcade; what is 
meant by it, is to place the Queen, Biſhop, 
or Rook behind a Pawn, or a Piece in ſuch a 
Manner, as that upon playing that Pawn, or 
Piece, you diſcover a Check upon your Adver- 


ſary's King, and conſequently may often get a 


Piece, or {ome other Advantage by it, 


XVII. 


Never guard an inferior Piece with a better, 
if you can do it with a Pawn, becauſe that 
better 
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better Piece may in that Caſe be, as it were, out 


of Play; for the ſame Reaſon, you ought not 
to guard a Pawn with a Piece, if you have it in 
your Power to guard it with a Pawn, 


XIX. 


A Pawn paſſed, and well ſupported, often 
coſts the Adverſary a Piece. And if you play 
to win the Game only, whenever you have 
gained a Pawn, or any other Advantage, and 
are not in Danger of loſing the Move there- 
by, make as frequent Exchanges of Pieces as 
you can. | 

. XX. 
If you have three Pawns each upon the 

Board, and no Piece, and you have one cf 
your Pawns on one Side of the Board, and 
the other two on the other Side, and your 
Adverſary's three Pawns are oppoſite to your 
two Pawns, march with your King, as ſoon as 
you can to take his Pawns; and' if he goes 
with his King to ſupport them, go on to 
Queen with your ſingle Pawn ; and it he goes 
to hinder him, take his Pawns, and puth the 
others to Queen, This ſhews the Advantage 
of a pais'd Pawn. 
„ . 

At the latter End of a Game, each Party 
having only three or four Pawns on different 
Sides of the Board, the Kings are to endea- 
vour to gain the Move, in order to win the 


Came. 


DO OO we £-— 
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Game. For Example; if you bring your 
King oppoſite to your Adverſary's King, with 
only one Houſe between you, you will have 
gain d the Move. | 


XXII, 


When your Adverfary has his King and one 
Pawn on the Board, and you have your King 
only, you will never loſe that Game, if you 
can bring your King to be oppolite to your Ad- 
verfary's, when he is immediately either before, 
or on one Side of his Pawn, and there is only 
one Houſe betweeen the Kings. 


When your Adverſary has a Biſhop and 
one Pawn on the Rook's Line, and his Biſhop 
is not of the Colour that commands the Cor» 
ner-houſe his Pawn is going to, and you have 
only your King, if you can get into that Cor- 
ner you can't loſe that Game, but may win it 
dy a State, 


XXIV. 


When you have greatly the Diſadvantage of 
tne Game, having only your Queen left in 
Play, and your King happens to be in the 
Poſition of Stale-Mate, keep giving Check to 
your Adverſary's King, always taking care 
not to check him where he can interpoſe any 
ot his Pieces that makes the Stale; ſo doing, 
zou will at laſt force him to take your wee, 

| an 
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and then you win the Game, by being 11 in * 


Stale-Mate. 
XXV. 


Never cover a Check with a Piece that a 
Pawn puſh'd upon it may take, for fear of only 
getting that Pawn for it. 


XXVI. 


Always take care that your Adverfary's King 
has 2 Move, for fear of giving a Stale ate; 
th: efore don't crowd him up with your Z ieces, 
leſt you inadvertently give one. 


Explanations and Abplications of ſome of the fore- 
going RULES and OBSERVATIONS. 


POS. = 
HETHER you play the open Game, 

or the cloſe Game, be ſure you bring 

out all your Pieces into Play before you begin 
to attack : for if you don't, and your Adver- 
ſary does, you will always attack, or be at- 
tack'd, at a great Diſadvantage: This is ſo 
eſlentia), that you had better for-go an Ad- 
vantage than deviate from it; and I may ven- 


ture to pronounce, that no Perſon can ever 


play. well at this Game, that does not put this 


Rule ſtrictly in Practice; and don't let any 


Body imagine, that theſe preparatory Moves 
are uſeleſs, becauſe he does not receive an im- 
mediate Advaniage from them ; they are juſt 
as neceſſary, as it is at Whiſt to deal ere 

Cards 


„„ ad fas nee . Salt duo roads Ad itt; a 
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Cards round before you begin to play In or- 
der to bring out your Pieces properly, I would 
adviſe to puſh on your Pawns firſt, and ſupport 


them with your Pieces; and you will receive 


this Advantage from it, that your Game won't 


be crowded : I mean by this, that all your 


Pieces will be at Liberty to play and aſſiſt each 
other, and ſo co-operate towards obtaining your 
End; and this farther is to be obſerved, that 
either in your Attack, or Defence, you bring 


them out ſo as not to be drove back again, 


II. 


When you have brought out all your Pieces, 
as I have premiſed, which you will have done 
very well, eſpecially if you have your Choice 
on which Side to caſtle (which I would al- 


ways adviſe to do) I would then pauſe a while, 


and conſider thoroughly my own and my Ad- 
verſary's Game, and from his Situation, and 
obſerving where he is weakeſt, I would not 
only take my Reſolution where to caſtle, but 
likewiſe where to begin my Attack ; and it 
ſtands to Reaſon you can't do it in a better 
Place than where you are ſtrongeſt, and your 
Enemy weakeſt, By this Method, it is very 
probable that you will be able to break through 
your Adverſary's Game, in which Fray ſome 
Pieces muſt of Courſe be exchanged. But 
now pauſe again, and ſurvey both Games at- 
tentively, and don't let your Impetuoſity hurry 
you on too far with this firſt Succeſs ; and my 

— | Advice 
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Advice to you now in this critical Junctuie 
{eſpecially if you ſtill find your Adverſary 
pretty ſtrong) is to rally yonr Men agaia, and 
put them in good Order for a ſecond or third 
Attack, if needful, ſtill keeping your Men 
cloſe and connected together, ſo as to be of 
Uſe to each other: For want of this Method, 
and a little Coolneſs, I have often ſeen an al- 
moſt ſure Victory ſnatch'd out of a Player's 
Hands, and a total Overthrow enfue. But if, 
after all, you can't penetrate ſo far as to win 
the Game, nevertheleſs, by obſerving theſe Di- 
rections, I apprehend you may ſtill be very ſure 
of having a well-diſpoſed Game ; and this brings 
me to the third Part of the Game, which is 
the Concluſion. 


. 


And now that I am come to the laſt Period 
of the Game, which abounds alſo with Diffi- 
culties and Niceties, it muſt be obſerved, 
where your Pawns are ſtrongeſt, beſt con- 
nected together, and neareſt to Queen; you 
muſt likewiſe mind how your Adverſary's 
Pawns are diſpoſed, and in what Degree of 
Preferment they are; and compare theſe 
Things together; and if you find you can get 
to Queen before him, you muſt proceed with- 
out Heſitation; if not, you muſt hurry on 
with your King to prevent him: I ſpeak now, 


as ſuppoſing all the Noblemen are gone; it 


not, they are to attend your Pawns, and like- 
| wile 
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wiſe to prevent your Adverſary from going 
to Queen. | | 


Some general RULEs, by Way of Corroberation 
and Supplement to what has been already ſaid. 


I. 


| Rook for an inferior Piece: My Reaſon 


is this; although a Rook is better than any 


other, except the Queen, yet it ſeldom comes 
into Play, ſo as to operate, until the End of 
the Game ; and therefore it happens very often, 


that it is better to have a leſs good Piece in Play 


than a better our, 
Ho | II. 

When you have moved a Piece, ſo that 
your Adverfary drives you away with a Pawn, 
take it for granted (generally ſpeaking) that 
it is a bad Move, your Enemy paining that 
double Advantage over you of advancing him- 


ſelt, and making you retire : I think this de- 


ſerves Attention; for although the firſt Move 
may not be much between equal and good 
Players, yet the Loſs of one or two more, after 
the firſt, makes the Game almoſt irretrievable. 
Allo, if you defend and can recover the Move, 
or the Attack (for they both go together) you 
are in a fair Way of winning. 


III. 


ON'T be too much afraid of loſing a 
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0 . 

11 you make ſuch a Move as that, having Li- 
berty to play again, you can make nothing of 
it, take it for granted it is an exceeding bad 
one; for at this nice Game no Move can be iſ T 
indifferent, h 

- Tv. ol 
If your Game is ſuch, that you have ſcarce Nu 
any Thing to play, tis your own Fault, either . 
for having brought out your Pieces wrong, D. 
or, which is worſe, not at all ; for if you have 
brought them out right, you muſt have Va- 
riety enough to play. 

i V. 

Don't be too much afraid of doubling a 
Pawn, three Pawns together are ſtrong, but 
Four, that make a Square, with the Help of 
other Pieces well managed, make an invincible 
Strength, and, probably, in Time of Need, may 
produce you a Queen : On the other Side, two 
Pawns, with an Interval between, are no better 
than one; and if, imprudently, you ſhould have 
three over each other in a Line, your Game 
can't be in a worſe Situation: Examine this on 
the Table, and the Truth of it will ſtrike you. 
Your Buſineſs, therefore, is to keep your Pawns 
cloſe cemented and connected together, and 
it muſt be great Strength on the other Side 
that muſt overpower them. 


3 


VI. 
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. VI. | 

f When a Piece is ſo attacked as that you 
TW can't fave it, give it up, and beſtow your 
e Thoughts how to annoy your Enemy in ano- 
ther Place, whilſt he is taking it; for it very 
often happens, that whilſt your Adverſary is 
running madly after a Piece, you either get a 


Paw of two, or {uch a Situation as ends in his 
Deſtruction, 
VII. 

Suppoſing your Queen and another Piece 
are attacked at the ſame Time, and that by 
removing your Queen you mult loſe your Piece; 
2 in this Caſe, if you can get two Pieces in Ex- 
ut Wchange for your Queen, I wou!d adviſe you fa. 
of Wl ther to do it than retire ; for obſerve, tis the 
ble I bifference of three Pieces, which is more than 
nay MW the Worth of a Queen; beſides that vou keep 
wo Wrour Game entire, and preſerve your Situation, 
tter Which very often is better than a Piece; nay 
av rather than retire, I would give my Queen for 
ame : Piece and a Pawn or two, Nay, almoſt for 
00 What I can get; for do but obſerve, amongſt 
ou. roo Players, this one Thing, (to convince you 
wins this Advice is not bad) that when the Attack 
and nd Defence is thoroughly formed, and every 
Side Thing prepared for the Storm, it he that plays 

it is obliged by the Act of the Perſon that” 

( ciends to retire, it generally ends in the Loſs 


VI.! the Game of the atracked Side. 
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VIII. 


Don't aim at changing without Reaſon; 'tis 


ſo far from being right, that a good Player 
will take this Advantage of it, that he will 
ſpoil your Situation, and mend his own : But 


in theſe following Caſes 'tis quite right; when 
you are ſtrongeſt, eſpecially by a Piece, then 


every Time yon change, your Advantage in- 
creaſes ; this is ſo plain it needs no Argument, 
Again, when you have played a Piece, and 
your Adverſary oppoſes one to you, change di- 
rectly, for it is plain he wants to remove you; 
prevent him, therefore, and don't loſe the 
Move. | 
IX. | 
Every now-and-then I would have you caſt 


up your Game, and make the Balance, then 


take your Meafures accordingly. 


X, 

At the latter End of the Game eſpecially, 
remember your King is a capital Piece, and 
don't let him be idle; tis by his Means, gene- 
rally, you get the Move and the Victory. 


XI. 


Obſerve this alſo, that as the Queen, Rook, 
and Biſhop operate at a Diſtance, 'tis not al- 
ways neceſſary in your Attack to have them 
ncar your Adverſary's King; they do better at 
5 4 


Stale-Mate. 


fer at CHESS. 17: 
2 Diſtance, can't be drove away, and prevent a 


XII. 


When you have a Piece that you can take, 
and that can't eſcape you, don't be in a Hurry ; 
ſee where you can make a good Move elſewhere, 
and take it at your Leiſure. 


XIII. „ 

'Tis not always right to take your Adver- 
ſary's Pawn with your King, for very often it 
happens to be a Safe-guard and Protection to 
your King. 

XIV. 

When you can take a Man with different 

Pieces, don't do it with the firſt that occurs, 


but conſider thoroughly with which you had 
beſt take it. 


Laws aft CHESS. 


3 


F you touch your Man you muſt play it, 
and if you quit it you cannot recall it. 


II 


If by Miſtake, or otherwile, you play a 
falſe Move, and your Adverſary takes no No- 
tice of it till he hath played his next Move, 
neither of you can recall it. | 

1 2 III. 
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III. 

If you miſplace your Men, and play two 
Moves, it lieth in your Adverſary's Power, or 
Choice, whether he will permit you to begin 
the Game, or not. 

IV. 
If the Adverſary playeth or FVESITY a 


Check to your King, and gives no Notice of 


it, you may let him ſtand fo 'till he gives 


Notice. 
. 


After your King has moved, you cannot 
caſtle. 


End of the Games of PIQUET and Cnkss. 
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A SHORT 
TREATISE 
On the GAME of 
BACK-GAMM ON. 


CONTAINING, 


A TABLE of the thirty-ſix 

Chances) with Directions 
how to find out the Odds of 
being hit, upon ſingle, or 
double Dice. 5 

Rules whereby a Beginner 
may, with due Attention 
to them, attain playing it 

well. 

The ſeveral Stages for carry - 
rying your Men home, in 
ordet to loſe no Point. 


How to find out who is for- 
wardeft to win a Hit. 

Caſes ſtated for Back-Games, 
with Directions how to play 

for one, | 

Caſes ſtated, how to know 
when you may have the bet- 
ter of ſaving a Gammon by 
running, 

Variety of Cafes of Curiofity 


and Inſtruct ion. 


The Laws of the Game, 


The S EVENT EpTTIOR. 
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HoYLE, Gent. 
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SHORT 
TR r 198 
On the GAME of 
BACK-GAMMON. 


CHAP. I. 


ECAUSE it is neceſſary for a Learner: 


to know, how many Points he ought to 
throw upon the two Dice, one Throw with 
another, we. ſhall take the following Method 


to demonſtrate it. 
EXAMPLE, 


TI would know how many Chances there are 


upon two Dice? 
The Anſwer is thirty- fix. 
I would alſo know how many Points there 


are upon the thirty-ſix Chances, 


14 The 
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The Anſwer to which take as follows: 


o 
77 


a 42. 


6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 
5 and 4 twice 


5 and 3 twice 


5 and 2 twice 
5 and 1 twice 


4 and 3 twice 
4 and 2 twice 


4 and 1 twice 
3 and 2 twice 
3 and 1 twice 
2 and 1 twice 


294 divided by 36, ſolves the Queſtion 
which it appears, that one Throw with another 
you may expect to throw 8 upon two Dice. 


M 1D to 1 
* 
2 
— 
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Divided by 36 } 


Points. 


4 
8 
2 


16 


6 


— Pinter, 
294 
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GAME of BACK-GAMM ON. 


I would know how many Chances there are 


upon 2 Dice ? 
The Answer is 36, which are as follows : 


2 Sitxes — 

2 Fives — 

2 Fours — 

2 Trois — 

2 Deuces — 

* 2 Aces — 


6 and 5, twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
* 6 and 1 twice 
5 and 4 twice 
5 and 3 twice 
5 and 2 twice 
* c and 1 twice 
4 and 3 twice 
4 and 2 twice 
* 4 and 1 twice 
3 and 2 twice 
* 3 and 1 twice 
* 2 and I twice 


| 
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Becauſe a Learner may be at a Loſs to find 


out by this Table of 36 Chances, what are the 
Odds of being hit, 
let him take the bono. wing Netho: 


i 


—— 


upon a certain, or Hat Die, 


—— 


. Nr 
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[ 


EXAMPLE. 


| To know the Odds of being bit upon An 
Ace ? 

Look in the Table, where you will find 
thus * marked, | 


® '2 Aces. 
* Gand 1 twice 
* 5 and 1 twice 
* 3 and 1 twice 
* 4 and 1 twice 
* 2 and 1 twice 


O W W W 8 


E 


Total 11 
Which deducted from 36 


— 


The Remainder is 25 


By this Method it appears, that it is 25 to 


II againſt hitting an Ace, upon a certain, or 
flat Die. 
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To explain farther to a Learner how to 
make Uſe of the Table of 36 Chances, when 
at a Loſs to find the Odds of being hit upon 
any certain or flat Die, this ſecond Example 
is here added to ſhew how to find by that Table 
the Odds of being hit — 6. 


2 Sixes 
2 Trois 
2 Deuces 
6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 
5 and 1 twice 
4 and 2 twice 


1 fo 


a ND MD = ow 


[TEETH 


7 
Which deducted from 36 


The Remainder is — 19 


By the foregoing Example it is evident, that 
it is 19 to 17 againſt being hit upon a 6. 


The Odds of 2 Love is about 5 to 2, 


and of 2 to 1 82-4. 
and of I Love 13 


CHAP. 
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nn. 
= 


T* you play three up at PBack-Gammon, your 
principal View, in the firſt Place, is, either 


to ſecure your own, or your Adverſary's Cinque 


Point; when that is effected, you may play a 
puſhing Game, and endeavour to gammon 
your Adverſary, 


IT. 


The next beſt Point (after you have pained 
your Cinque Point) is to make your Barr Point, 
thereby preventing your Adverſary's running 
with 2 Sixes. | 
III. 
After you have proceeded thus far, you are, 


in the next Place, to prefer the making your 
Quatre Point in your own Tables, rather than 


the Quatre Point out of them. 


IV. 

Having gained theſe Points, you have a fair 
Chance to gammon your Adverſary, if he is 
very forward: For, ſuppoſe his Tables are 
broke at home, it will be then your Intereſt to 
open your Barr Point, and to oblige him to 
come out of your Tables with a 6; and having 
your Men ſpread, you not only may catch that 
Man which your Adverſary brings out of your 


Tables, but you will alſo have a Probability of 


taking 
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taking up the Man left in your Tables, (upon 


Suppoſition that he had two Men there.) And 
ſuppoſe he ſhould have a Blot at home, it will 
then be your Intereſt not to make up your Ta- 
bles ; becauſe, if he ſhould enter upon a Blot, 


which you are to make for the Purpoſe, you 


will have a Probability of getting a third Man; 
which, if accompliſhed, will give you, at leaſt, 
4 to 1 of the Gammon; whereas, if you have 
only two of his Men up, the Odds is in his 
Favour that you do not gammon him. 


V, 


If you play for a Hit only, 1 or 2 Men taken 
up of your Adverſary's, makes it ſurer than a 
greater Number, provided that your Tables 
are made up. 

VI. 
DIRECTIONS how to carry your Men home. 


When you carry your Men home, in order 
to loſe no Point, you are to carry the moſt 
diſtant Man to your Adverſary's Barr Point, 
that being the firſt Stage you are to place it on; 
the next Stage is 6 Points farther, viz, in the 
Place where your Adverſary's 5 Men are firſt 
placed out of his Tables; the next Stage is 
upon the ſixth Point in your Tables. This Me- 
thod is to be purſued till all your Men are 
brought home, except 2, when by loſing a 
Point, you may often ſave your Gummon, by 

putting 
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putting it in the Power of 2 Fives, or 2 Fours 
to fave it. 


VII. 


If you play to win a Hit only, you are to 
endenvour to gain either your own or your Ad- 


rerſar y's Cinque Point; and if that fails, by 


your being hit by your Adver fary, and you find 
that he is torwarder than you, in that Caſe you 


muſt throw more Men into his Tables. The 
Manner of doing it is thus: Put a Man upon 
your Cinque or Barr Point, and if your Adver- 
ſary neglects to hit it, you may then gain a for- 
ward Game inſtead of a back Game; but if he 
nits you, you mult play for a back Game, and 
then the greater Number of Men which are 


taken up, makes your Game the better, becauſe - 


you will, by that Means, preſerve your Game 
at home; and you muſt then always endeavour 


to gain both your Adverſary's Ace and Trois 


Points, or his Ace and Deuce Points, and take 
Care to keep 3 Men upon his Ace Point, that 
if you chance to hit him from thence, that 
Point may remain {till ſecure to you. 


VIII. 
At the Beginning ot a Set do not play for a 


back Game, becauſe by ſo doing you would 


play to a great Diſadvantage, running the Riſk 
of a Gammon to win a ſingle Hit. 


CH AP. 
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"CHAP, HI. 

D IRECTIONS for playing at ſetting out the 
36 Chances of the Dice, when you are to play 
for a Gammon, er for a A ngle Hit. 


| 
PT W 0 Aces, to be pla us on your Cinque 
Point, and Barr Point, for a Gammon, 
or for a Hit. 
— 
Two Sixes, to be played on your Adverſary's 


Barr Point, and on you own Barr Point, for 
a Gammon, or for a Hit. 


III. 
* Two Trois, two to be played on your 
Cinque Point, and the other two on your Trois 
Point in your own T ables, for a a Gammon only, 


IV. 

+ Two Deuces, to be played on your Quatre 
Point in your own Tables, and two to be 
brought over from the five Men placed in your 
Adverlary's T ablcs, for a Gammon only. 


= 
t Two Fours, to be brought over from the 
five Men placed in your Adverſary's Tables, and 
to be put upon the Cinque Point in your own 


Tables, for a Gammon only. 
VI. 


TY 
ay 
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Th 
Two Fives, to be brought over from the 


| five Men placed in your Adverſary's Tables, 


and to be put on the Trois Point in your own 
Tables for a Gammon, or for a Hit. 


VII. 
Size Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit, 


VIII. 

Size Deuce, a Man to be brought from the 

five Men placed in your Adverſary's Tables, and 

to be placed on the Cinque Point in your own 
Tables, for a Gammon, or for a Hit. | 


IX. 


Six and Three, a Man to be brought from 
your Adverſary's Ace Point, as far as he will 
go, for a Gammon, or for a Hit, 


} 
Six and Four, a Man to be brought from 


your Adverſary's Ace Point, as far as he will 
go, for a Gammon, or for a Hit. | 


XI. 
Six and Five, a Man to be carried from your 
Adverſary's Ace Point, as far as he can go, for 
a Gammon, or tor a Hit. 


XII. 25 
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5 > 6 


Cinque and Quatre, a Man to be carried from 
your Adverſary's Ace Point, as far as he can 
go, for a Gammon, or tor a Hit. 


XIII. 
Cinque Trois, to make the 'Trois Point in 
your Table, tor a Gammon, or for a Hit, 
= 
Cinque-Deuce, to play two Men from the 5 
placed in your Adverſary's T ables, tor a Gams 
mon, or for a Hit. 
XV, 
Cinque Ace, to bring one Man from the 
5 placed in your Adverſary's Tables for the 
Cinque, and to play one Man down on the 


Cinque Point in your own Tables for the Ace, 
for a Gammon only, 


XVI, 

Quatre-Trois, two Men to be brought from 
the 5 placed in your Adverſary's Tables, for a 
Gammon, or tor a Hit, 

XVII, 
Quatre-Dence, to make the Quatre Point 


in your own Tables, for a Gammon, or for a 


Hit. 
XVIII. 


$3 


nt 
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. 
+ Quatre- -Ace, to play a Man from the 5 


placed in your Adverſary's Table for the Quatre, 


nd for the Ace, to play a Man down upon the 
Cinque Point in your own T ables, tor a Gam- 
mon only. | 

XIX. 

Trois- Deuce, two Men to be brought from 
the 5 placed in your Adverlary s Tables, for 4 
Gammon only, | 

XX; 

Trois-Ace, to make the Cinque Point in 

jour own. Tables, for a Gammon, or for a Hit. 


* Deuce-Ace, to play one Man from the 5 
Men placed in your Adverſary's Tables for the 
Deuce; and for the Ace, to play a Man down 
upon the Cinque Point in your own Tables, for 
: Gammon only. 


CHAP, IV. 


DIRECTIONS how to play the Chances that are 
marked thus 050 when you are only to play for 
a Hit, | 


I. 
WO Trois, two of them are to be 
played on your Cinque Point in your 
wn Tables, and with the other two you are 


0 ms the Quatre Point in your Adverfary” 8 
Tables 


II. 
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5 8 
+ Two Deuces, two of them are to be 
played on your Quatre Point in your own Tables, 
and with the other two you are to take the 
Trois Point in your Adverſary's Tables. 

The two foregoing Caſes are to be played in 
this Manner, for this Reaſon, viz, That thereby 
you avoid being ſhut up in your Adverſary's 
Tables, and have the Chance of throwing high 
Doublets to win the Hit. 


III. 


* Two Fours, two of them are to take your 
Adverſary's Cinque Point in his Tables; and 


for the other two, two Men are to be brought 


from the five e in your Adverſary's Tables, 


IV. 

„Cinque-Ace, play the Cinque from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace 
Point. : 

V. 

2. * Quatre-Ace, play the Quatre from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from the my on your aver: 
ey” Ace Point. 


. 
3. Deuce -· Ace, play the Deuce from the 
five Men placed in your Adverſary's Tables, and 


. the Ace from your pi: s Ace Point. 
TV. 3. 


at. 
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N. B. The three laſt Chances are played in 


this Manner, for the following Reaſon : By 
aying an Ace down in your Adverſary's Tables, 


you have a Probability of throwing Deuce Ace, 
Trois Deuce, Quatre Trois,, or Size Cinque, 
in two or three Throws ; in any of which Caſes 
you are to take a Point, which gives you vaſtly 
the better of the Hit. 


You may obſerve, by the Directions 3 


in this Chapter, that you are to play 9 Chances 
out of the 36 in a different Manner for a ſingle 
Hit, to what you would do when playing for a 
Gammon. | | 

in this, and the foregoing Chapter, plain 
Directions are given, how, at ſetting out, to 
play all the Chances on the Dice, either for a 
Gammon, or a ſingle Hit; but it is impoſſible 
o give full Inſtructions for the whole Progreſs 
of the Game; all that can be done*towards 
helping a Learner, is to communicate ſome 
Uſer vattons, Hints, and Cautions, which, if 
attended to, may be of Ule to him. 


e 
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CHAP..Y. 
Some OBSERVATIONS, HIN TS, and CA u- 
TIONS, which are to be attended to. 


j 


Y the Directions given to play for a Gam- 
mon, you are voluntarily to make ſome 
Blots, the Odds being in your Favour, that they 


are not hit; but ſhonld it ſo happen, that any 


Blot is hit, as in this Caſe, you will have three 


Men in your Adverſary's Tables, you mult 


then endeavour to ſecure your Adverlary's 
Cinque, Quatre, or Trois Point, to prevent 
a Gammon, and muſt be very cautious how 


you ſuffer your Adverſary to take up a fourth 


Man. 
II. 


Take Care not to crowd your Game at any 
Time, if poſſible, What is meant by crowding 
a Game, is the putting many Men either upon 
your Trois or Dence-Point in your own Tables; 
which is, in Effect, loſing of thoſe Men, by 
not having them in Play. 

Beſides, by crowding your Game, to at- 
tempt to ſave a Gammon, you are often gam- 


moned; becauſe when your Adverſary finds 


your Game open, by being crowded in your 

own Tables, he may then play his Game as he 

thinks fit, 
III. 


SY e Þ- (Ps 


Ove 
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iS 
os III. . 

By Recourſe had to the Calculations, you 
may know what are the Odds of your enteriug 
a ſingle Man upon any certain Number of Points, 
and by that Means you may play your Game 
accordingly. | 

IV. 
If you are obliged to leave a Blot, by Re- 


courſe had to the Calculations for hitting it, 


you will find the Chances for and againſt you ; 
and conſequently you will be enabled to judge 


how to play your Game to the greateſt Ad- 
vantage. 
V. 


You will alſo find by the Calculations, the 
Odds for and againſt you, upon being hit by 
double Dice, and conſequently vou will have it 
in your Power to chuſe ſuch a Method of Play 
as is moſt to your Advantage. 


"V4, 

Tf it is neceſſary to make a Run, in order 
to win a Hit, and you would know to a Point 
which is forward your Adverſary or vou, 
rake the following Method : 

Begin with reckoning how many Points you 
muſt have to bring home to your Size Point 
in your own 1 ables, the Man that is at the 
greatelt Diſtance from it, and do the like by 
every other Man that is abroad; when the 

[4 Numbers 
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Numbers of thoſe Abſentees are ſummed up, 
add to them the following Numbers for tho: 
already in your own Tables (ſuppoſing thc 
Men thar were abroad as on your Size Poin: 
for bearing) namely, ſix for every Man on the 
Size Point, five for every Man on the Cinque 
Point, four for every Man on the Quatre 
Point, three for every Man on the Trois Point, 
two for every Man on the Deuce Point, and 
one for every Man on your Ace Point. Do 
the like to your Adverſary's Game, and then 
you will know which of yo is forwargell, And 
likelieſt to win Ge Hit. 
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CHAP. VI. 


OBSERVATIONS en = crrows for a 
Learner that has made ſome Progreſs at Back- 
Gammon ; particularly DIRECT10NS for 
BEARING his Men, 


i; 


F your Adverſary is greatly before you, never 
] play a Man from your Quatre, I rvis, or 
Deuce Points, in order to bear that Man from 
the Point where you put it, becauſe that no- 
thing but high Doublets can give you any 
Chance for the Hit; therefore, inſtead of play- 


| ing an Ace or a Deuce from any of the afore- 


ſaid Points, always play them from your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 
Points, be of great Advantage to yon : Whcere- 
as, had your Size Point remained loaded, you 
muſt, perhaps, be obliged to play at length 
thoſe Fives and Fours. 


ST Ws 
Whenever you have taken up two of your 


Adverſary's Men, and that you happen to have 


two, three, or more Points made in your own. 


3 Fables, never fail ſpreading your Men, in order. 
ther to take a new Point in your Tables, or 


10 de ready to hit the Man your Adverſa ry may 
K 2 | happen 
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happen to enter. As ſoon as he enters one ot 
his Men, you are to compare his Game with 
yours; and if you find your Game equal to 
his, or better, never fail taking his Man up, if 
you can, becauſe it is 25 to 11 againſt his hit 
ting you; which Chance, being ſo much in 
your Favour, you ought always to run that 
Riſk, when you have already two of his Met 
up. 

"There i is this Exception to this Rule, that it 


you play for a ſingle Hit only, and that your play. 


ing that Throw otherwiſe gives you a better 
Chance for the Hit, you ought not to take up 
that Man. 

II. 


Never be deterred from taking up any one 
Man of your Adverſary's, by the Apprehen- 


fon of his hitting you with double Dice, be- 


cauſe the faireſt Probability your Adverſary has 
| of hitting you, is 5 to I againſt him. 


F 


If you ſhould happen to have five Points in 
-your Tables, and to have taken up one of your 
Adverſary's Men, and are obliged to leave a 
Blot out of your Tables, take Care, if it is in 
your Power, rather to leave it upon Doublets, 
than any other Chance, becauſe Doublets are 
35 to 1 againſt his hitting you, and any other 
Chance is but 17 to 1 againſt him. 


V, 


up 
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: V. — | 
Two of your Adverſary's Men in your Tables, 
are better for a Hit, than any greater Number, 
provided your Game is forwardeſt, becauſe his 
having three or more Men in your Tables, 
gires him more Chances to hit yon, than it he 
had only two Men in them. 
= - 
if you are to leave a Blot upon your enter- 
ing of a Man in your Adverſary's Tables, or 
otherwiſe, and have it in your Choice to leave 
it upon what Point you pleaſe, always chuſe 
that which is the moſt diſadvantageous to him. 
To illuſtrate this by an Example, let us ſup- 
poſe it his-Intereſt to hit you or take you up as 
ſoon as you enter, in that Caſe you are to leave 


the Blot upon his loweſt Point; that is to ſay, 


upon his Deuce Point, rather than upon his 
Trois Point, or upon his Trois Point preferably 
to his Quatre Point, or upon his Quatre Point 
preferably to his Cinque Point; becauſe (as has 
deen mentioned before) all the Men your Adver- 
lary plays upon his Trois, or his Deuce Points, 
are deemed as loſt, being in a great Meaſure 
out of Play, thoſe Men not having it in their 
Power to make his Cinque Point, and conſe— 
quently his Game will be crowded there and 
open elſewhere, whereby you will be able alſo 
much to annoy him. 24 OM 


K 3 VII. 
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| VII. i 

To prevens your Adverſary from bearing his 
Men to rhe greateſt Advantage, when you are 
running to ſave your Gammon; as, for Inſtance, 
ſuppoſe you ſhonld have two Men upon his 
Ace Point, and ſeveral other Men abroad, tho 
von hould loſe one Point or two in putting 
your Men into your Tables, yet it is your In- 


icrelt to leave a Man upon your Adverſary's 


Ace Point ; which will have this Conſequence, 


that it will prevent his bearing his Men to his 


createſt Advantage, and will alſo give you the 
Chance of his making a Blot, which you may 
chance to hit. But if, upon a Calculation, 
yon find that you have a Throw, or a Probz- 
pility of faving your Gammon, never wait for 
a Blot, becauſe the Odds are greatly againſt 
hitting it. 


CHAP 


GaNME of BAC E- GAM MON. 199 


CHAP. VII. 


CasES, put by It y of Example, to ſhew hw 


to 1 he odd; F ſauing er winning a 
Can 772i. 


J. 


UPPOSE your Tables are made up, and 
that you have taken up one of your Ad- 
verſary's Men; and ſuppoſe your Adverfery has 
{0 many Men abroad as require three Throws to 
put them in his Tables : 

Query. Whether you have the better of a 
Gammon, or not? 

Anjfwer, It is about an equal Wager that 
you gammon him. 

Becauſe, in all Probability, you will have 
bore two Men before you open your Tables, 
and when you bear the third Man, yon will be 
obliged to open your Size or Cinque Point; in 
that Cafe it is probable, that your Adverſ; ary 
muſt take two Throws before he enters his 
Man in your Tables, and two Throws more 


before he puts that Man into his own Tables, 


and three Throws more to put into his own 
Tables the Men which he has abroad, which 
in all make ſeven Throws : And as you have 
twelve Men to bear, theſe probably will take ſe- 
ven I hrows in bearing, becauſe you may twice 
be obliged to make an Ace, or a Deuce, betore 
you can bear all your Men. | 

K 4. N: #6 


3 
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V. B. No Mention is made of Doublets of 
either Side, that Event being equa] to each 


Party. 


The foregoing Caſe being duly attended to, 


ſhews it is in your Power to calculate very 
nearly the Odds of ſaving or winning a Gammon 
upon moſt Occaſions, | 


II. 
Suppoſe I have three Men upon my Adver- 


| fary's Ace Point, and five Points in my Tables, 
and that my Adverſary has all his Men in his 


Tables, three upon each of his five higheſt 


Points: 


Query, Whether the Probability 3 18 for his 


gammoning me, or not? 


Anſwer. | | Points. 


For his bearing 3 Men from his 6 point, is 18 


from his 5 Point, — 15 


from his 4 Point, — 12 
from his 3 Point, — 9 
from his 2 Point, — 6 


Total — 60 


hand Ws Wi, wk BY os 


0 
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. bring my 3 Men from my Adver- 


fary” s Ace Point, to my Size Point 
in my Tables, being tor each 18 
Points, make in all — 7 


The Remainder is 6 


And as, beſides the ſix Points in your Fa- 
vour, there is a further Conſideration to be 
added for you, which is, that your Adverſary 
may make one or two Blots in bearing, as is 
frequently the Caſe. You ſee by this Calcu- 
lation, that you have greatly the better of the 
Probability of ſaving your Gammon, 

N. B. This Caſe is ſuppoſed upon an Equality 


of throwing. 


. — 
Suppoſe I leave two Blots, either of which 
cannot be hit but by double Dice; to hit the 


one, that Caſt muſt be eight, and to hlt the 


other it muſt be nine; by Which Means my 
Adverſary has only one Die to hit either of 


Query. 
What : are the Odds of his * either of > 


theſe Blots ? 


them. 


K 5 | Anſwer. ; 
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Anſwer, 
The Chances c on two Dice are in all — 36 
6 and 2 twice, | moos. 2 
The Chances ) 5 and 3 twice, — 2 
to hit 8 are, J 2 Deuces, — — 1 
ͤ— — r · 
"6 and 3 twic — 
The Chances 2 : ea E 
to hit ꝙ are, . „ 
9 are, (2 Trois, — 


Total Chances for hitting — 11 

Remain Chances for not Münz, — 25 

so that it is 2 5 to 11 that he will not hit ei- 
ther of thoſe Blors. 

TY; ; | 

To give another Example let us ſuppoſe 

that J leave two other Blots than the former, 

which cannot be hit but by double Dice, the 

one muſt be hit by — and the other by 


ſeven. 
Query. 


What are the Odds of my Adverſary 8 hit- 
ting either of theſe Blots ? 


Anfwer. 
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Anfwer. 


The Chances on two Dice are in all, — 36 


5 | 6 and 2 twice, — 2 
The Chances | 5 and 3 twice, — — 2 
— 1 
I 


to hit 8 are, J two Fours, | 
| two Deuces —— 


6 and 1 twice, — 2 
5 and 2 twice, — — 2 
4 and 3 twice, 2 


The Chances 
to hit 7 are, 


Total Chances for hitting, —— 
Remain- Chances for not hitting, — 


Therefore it is two to one that I am not hit. 

The like Method is to be taken with three, 
four, or five Blots upon double Dice; or with 
Blots made upon double and ſingle Dice at 
the ſame Time; you ate then only to find out 
(by the Table of 36 Chances) how many 
there are to hit any of thoſe Blots, and add 
all together in one Sum, which ſubtraét from 
the Number 36, which is the Whole of the 
Chances upon two Dice: So doing reſolves any 
Queſtion required. 

V. 


The following Caſes are to ſhew a Way of 


e, which may be called a mechanical 
way of ſolving of Queſtions of the like Nature; 
K 6 I would 


— 5 3 
* 7 
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I would know what are the Odds of throw- 
ing 7 twice, before 10 once ? 


Anſwer, 
It is 5 to 4 that 10 is thrown once before 


is thrown twice, Which 18 demonſtrated as 


follows : 
Suppoſe the Stake depending 1 is nine Pounds, 
my firſt Throw entitles me to have one third 


Part of that Money, becauſe 7 has fix Chances 


for it, and 10 has but three Chances, and there- 
tore it i is two to one. 


EL Ss d. | 
— 3.9. 0. 


For the firſt Throw, 
Having taken 31. out of the 91. for 
the firſt Throw, the Remainder is 
61. out of which a third Part is to 


be taken for the ſecond Throw, 2 o o. 


— — 


The Total is, F o © 
Remains, 4140 ©o- 


The whole Stake is, go © 


— — 


VI. : 5 
I would know what are the Odds of en- 
tering a Man s auy certain Point in two 
Throws ? | 
Anſwer. 


Suppoſe 36 Shillings is the whole Stake de- 


pending, I would know what is my Share of 


thar Stake, having Jaid 18 Shillings that I enter 
9 55 5 


8 
ww — H vo 2 


Table of 36 Chances, it is found that I have 


11 Chances out-of the 36 for entering the firſt: 


Throw, for which therefore I am entitled to 
11 out of the 30 Shillings. 

| E 
The Stake is,. — 36 0 
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in two Throws? By the Calculations in the 


For the. firſt Throw, — 11 © 


Remains, — 25 © 


The Remainder, being 25 Shillings, 
js to be divided into 36 equal Parts, 
of which I am entitled to eleven of: 
thoſe Parts, which makes 75. 7 d.+ 
for the ſecond Throw, 


. Adding this to the other 11 Shillings, 
makes my Share of the Stake to b 18 7s. L 


Then my Adverſary's Share will be 17 42 2 


7—— SHY th 


Total of the Stake, E 0 


—— 


Therefore it is very nearly 15 to 14 in favour 
of entering a Man u pou any certain a Points in two | 


Throws. 


CHAP. 


1. 1 
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CHAP. VIII. 
Critical Caſe for a Back-Game. 
| | | 


1 us ſuppoſe A plays the Fore-Game, 

and that all his Men are placed in the 

uſual Manner: 

For B's Game let us 3 that 14 of his 
Men are placed upon his Adverſary's Ace Point, 
and 1 Man upon his Adverſary's Deuce Point, 
and that Z 1s to throw: 


Query. 
Which Game i is likelieſt to win the Hit 2 


Anſwer. | 

A's is the beſt by Gold to Silver, or 21 /r, 
to 20 againſt ; becaule, if B miſſes an Ace to 
take his Adverſary s Deuce Point, which is 25 
to 11 againſt him, is, in that Caſe, to take 
up B's Men in his Tables, either ſingly, or to 
make Points; and if B ſecures either 4's Deuce 
or Trois Point, in that Caſe, A is to lay as many 
Men down as poſlible, in order to be hit, that 
thereby he may get a Back-game, 
When you are pretty well verſed in the 
Game of Back-Gammon, by practiſing this 
Back-game, you will become a greater Profi- 
cient in the Game than by any other Method, 
becauſe it clearly demonſtrates the whole Power 


of the Eack-game. 
II. 
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I. Back-game. 


Let us ſuppoſe A to have five Men placed 


upon his Size Point, five Men upon his Quatre 
Point, and five Men upon his Deuce Point, all 
in his own Tables : 


And let us ſuppoſe B to have 3 Men placed 


upon 4's Ace Point, 3 Men upon 4's Trois 
Point, and three Men upon 4's Cinque Point ; 
let B alſo have three Men upon his Size Point 


in his own Tables, and three Men placed out 


of his Tables, ia the uſual Manner : 


©. 
Who * the better of the Hit ? 


Anfwer. 


It is an equal Game; but to play it criti- 
cally, the Difficulty lies upon 3B, who is in 
the firſt Place to endeavour to gain his Cinque 
and Quatre Points in his own Tables; and 
when that is effected, he is to play two Men 
from 4's Cinque Point, in order to oblige his 
Adverſary to blot, by throwing an Ace, which, 
if I hits, he will have the faireſt Nun of 


Winning the Hit. 


Ul. Back-game, 


| Suppoſe 4 has three Men upon B's Ace 
Point, and three Men upon B's Deuce Point, 
alſo. three Men upon his Size Point in his own 


out 


Tann and three Men upon his uſual Point 
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out of his Tables, and three Men where hi? 
five Men are uſually placed | in his Adver fary 8 
Tables: 
And let us ſuppoſe B has his Men placed in 
the ſame Manner, both in his own and his Ad- 
verſary's Tables, with this Difference only, viz. 
inſtead of having three Men put upon 4s 
Deuce Point, let him have — Men upon A'S. 
Irois Point: 


Query. 


Who has the beſt of the Hit! 2 


Anſtwer. | 
A, becauſe the Ace and Trois Points are not 

ſo good for a Hit, as the Ace and Deuce Points 
in your Adverſary's Tables, for this Reaſon ; . 
becauſe when you are bearing your Men, you ä 
have the Deuce Point in your own Tables to 
play your Men upon, which often prevents your 
making a Blot, which muſt happen-otherwile to 
your Adverſary; ; and take care to lay down 
Men to be hit as often as you can, in order to 
keep your Game back ward, and for the ſame. 
Reaſon avoid hitting any Blots which Your Ad- | 
verlary makes. 

IV. 


As a Caſe of Curioſity and Inſiructien. 
Let us ſuppoſe 4 has his 15 Men upon B's 
Ace Point, B is ſuppoſed to have his Barr Point, 
alſo his Size, Cinque, I and Trois Points 
in his own Tables: 


: Query. . 
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Query. 
How many Throws is likely to take to 
bring his 15 Men into his own Tables, and to 
bear them ? | 


Anſwer. 


You may undertake to do it in ſeventy-five 
Throws. 

It is Odds in 4's Favour that he throws an 
Ace in two IT hrows; it is alſo Odds in 4's 
Favour that he throws a Six in two Throws ; 
When theſe Events happen, A has a Probabi- 
| lity of not wanting above two or three Throws 
to play till he has got all his fifteen Men into his 
own Tables: Therefore, by a former Rule laid 
down to bring your Men home, and alſo for 
bearing your Men, you may be able to find out 


the Probability of the Number of Throws re- 


quired. Note, B ſtands ſtil}, and does not play. 


| V. 
A Caſe Curiaſity and Inſtruction. 

Where A and B ſhall play as faſt as uſual, 
and yet A ſhall make the Hit laſt, probably, for 
many Hours, 

We will ſuppoſe B to have bore 13 Men, and 
that 4 has taken up the two remaining Men. 

And let us ſuppoſe that A has his 1:5 Men in 
Z'; Tables, viz, three Men upon his Size Point, 
three upon his Cinque Point, three upon his 
Quatre Point, three upon his Trois Point, Wo 


upon his Deuce Point, and one upon bis Ace 
Point: 


4 The 
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The Method, which 4 is to take, is this: 
Let him bring his 15 Men home, by always 
ſecuring ſix cloſe Points, till B has entered his 
two Men, and brought them upon any certain 
Point; as ſoon as B has gained that Point, 7 
muſt open an Ace, Deuce, or Ty or all 
three; which effected, B hits one of ti em, and 
A, raking care to have two or three Men in B's 
Tables, is ready to hit that Man; and alſo, he 
being aſſured of taking up the other Man, has 
it in his Power to prolong the Hit to almoſt any 
Length, provided he takes care not to open 
ſuch Points, as two Fours, two Fives or two 
Sixes, but always to open the Ace, Deuce, or 
Trois Points, for B to hit him. 

Fo | VI. 

I would know what are the Odds upon two 
Dice, for throwing two Sixes, two Fives, or | 
two Fours, in three Throws ? which, by me- 
chanical Calculation, may be found thus: 


Anſwer. 


Suppoſing 36 Shillings to be the 
Stake depending, the Thrower will be s. d. 
entitled to have for his firſt Throw 3 © 
which deducted out of 36, remains 333 
which divided again into 36 Parts, 
make ſo many Eleven Pences, out of 
which the Thrower i is to have 3 for his 
ſecond Throw — — 
The Remainder, 3o Shillings and 3 
Pence, is again to be divided into 36 


n 


Parts; 
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Parts; dividing the 30 s. ſo, make fo 
many Ten Pences, and the 3 Pence 
divided into ſo many Parts, make ſo 
many Thirds of Farthings, of which 
the Thrower is to have 3 Parts for his s. d. 
Share for his third Throw, 2 04 


Total for the Thrower, 8 3 x 


— — 


So that it is 275. 84 4 to 85, 3d. 4 againſt 
the Thrower ; which reduced into the {ſmalleſt 
Number, is very nearly as 10 to 3, that two 
Sixes, two Fives, or ty Fours, a are not thrown 
in two Throws, 

VII. Back-game. 


| Suppoſe A to have 2 Men upon his Size 
Point in his own Tables, 3 Men upon his uſual 
Point out of his Tables, 2 Men upon the Point 
where his 5 Men are uſually placed in his Ad- 
verſary's Tables, 5 Men upon his Adverſary's 
Ace Point, and three Men upon his Adverſary's 
Quatre Point. 

And let us ſuppoſe B to have 2 Men upon his 
Size Point in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in 
his Adverſary's Tables, 5 Men upon his Adver- 
ſary's Ace Point, and 3 Men upon his Adver- 
ſary's Trois- Point: 


Query. 
Who has the faireſt Chance to win the Hit ? 
Anſwer. 
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= Anſwer. 

A has, becauſe he is to play either an Ace, or 
a Deuce, from his Adveriary's Ace Point, in 
order to make both theſe Points as Occaſion of- 
fers; and having the Quatre Point in his Ad- 
verſary's Tables, he may more eaſily bring thoſe 
Men away, if he finds it necef y, and he will 
alſo have a reſting Place by the Conveniency of 
that Point, which at all Times in the Came 
will give him an Opportunity of running for the 
Hit, or ſtaying, if he thinks proper. Whereas 
B cannot ſo readily come from the Trois Point 
in his Adver ſary's Tables. 


C HA P. X. 


| 
'ET us ſuppoſe A and B place their Men 
in the following Manner for a. Hit: 

Suppole 4 to have 3 Men upon his Size 
Point in his own Tables, 3 Men upon the uſual 
Point out of his Tables, and 9 Men upon his 
Adverſary's Ace, Deuce, and Trois Points, 3 
Men to be placed upon each. Point; and ſup- 
poſe B's Men to be placed in his own, and in 
his Adverlary's Tables, in the ſame Order and 
Manner. 

The Reſult is, that the beſt Player ought to 
win the Hit; and the Dice are to be thrown. 
for, the Situation being perfectly equat 1 in As 
and B's Game. 

If A mos firſt, let him endeavour to gain 


his Adverſary's Cinque Point; when that is 
— 
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effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that B 
hits them will be in 4's Favour, becauſe it puts 
him backward ; and let A take up none of B's 
Men for the ſame Reaſon. | 

A is always to endeavour to take care to have 
three Men upon each of his Adverſary's Ace 
and Deuce Points; becauſe when B makes a 
Blot, theſe Points will remain ſecure, and by 
Recourſe had to a former Caſe (Numb. V. in 
the former Chapter) when 4 has bore 5, 6, or 
more Men, yet 4 may ſecure 6 cloſe Points our 
of his Tables, in order to prevent B from get- 
ting his Man home: and by Recourſe had to the 
Calculations, he may caſily find out (in caſe he 
makes up his Tables) who has the better of the 
Hit; and it he finds that Þ is forwardeſt, he is 
then to endeavour to lay ſuch Blots 9 be taken 
up by his Adverſary, as may give him a Chance 
for taking up another Man, in caſe 5 mould 
happen to have a Blot at home, 
Thoſe who play the foregoing Game well, 
may be ranked in the firtt Form. 


. 
A Caſe of Curiefo ity, 

A and B play at Back-Gammon, 4 has bore 
13 Men, and has 2 Men to bear upon his 
Deuce Point, B has 13 Men in his own Tables, 
with two Men to enter. is to throw, and to 
name the Throws both for himſelf and A, but 

not to hit a Blot of either Side: 


Query 5 
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| Query. 
3 What Throw is B to name for both Par- 
ties, in order to ſave his Gammon ? | 
Anſwer, | 
B calls for himſelf 2 Aces, which enters his 2 


Men upon 4's Ace Point. B allo calls 2 Aces 
for 4, and conſequently A cannot either bear a 


Man, nor play one; then 5 calls for 2 Sixes 


for himſelf, and carries one Man home upon his 
Size Point in his own Tables, and the other he 
places upon his Adverſary's Barr Point: B alſo 
calls Size-Ace for A, ſo that A has one Man left 
to bear, and then B calls for himſelf either 2 


Sixes, 2 Fives, or 2 Fours, any of which bear 


a Man, in cle he has Men in his Tables upon 
thoſe Points, and to ſave his Gammon, 


. | 
The following Queſtion is to be attended to, 
as being critical and inſtructive. 
Suppoſe that both yours and your Adverſary's 


Tables are made up: 
Alſo that you have 1 Man to carry home, 


but that he has 2 Men on your Barr Point to 


carry home, which lie in wait to catch your 


Man, and that if you paſs him you are to win' 


the Hit: Suppoſe alſo that you have it in your 

Choice to run the Riſk of being hit, by 7, or by 

8, both of which are Chances upon double Dice: 
Query. 

Which of theſe Chances is it beſt for you to 


venture? 
Anſwer. 


ee 8 


EFT 


— — —u— Kuñ' . — 
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Anſwer. 


That of 7, for the following Reaſons: Firft, 


becauſe that the Chances of in hit by 7, or by 


8, are equal. 
Secondly, If he does not hit 7, you will then 


have in your Favour 23 Chances to 13, that by 
your next Throw you either hit him or paſs be- 


yond him. 

Thirdly, Tn cafe your Ges Throw ſhould 
happen to be under 7, and that conſequently you 
cannot hit him, yet you may play that Caſt at 
home, and confequently leave the Blot upon 
double Dice. 

Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would have 
made a bad Choice, for the Reaſons following. 
Firſt, Becauſe the Chances of being hit by 7, 
or by 8, are only equal. 

Secondly, Becauſe if you ſhould eſcape the 


being hit by 8, yet you would then have but 


17 Chances in your Favour, againſt 19 for ei- 
ther hitting him, or paſſing beyond him by your 
next Throw. | 
Thirdly, In caſe your ſecond Throw ſhould 
happen to be Size-Ace, which is ſhort of him, 
you would then be obliged to play the Man that 


| is out of your Tables, not being able to play 
the Six at home, and conſequently to leave a 
Blot to be hit by a ſingle (or flat) Die; which 


Event, upon Suppoſition that you play for 18 
Shillings a Game, it would entitle him to 11 


Shillings of the whole Stake depending. 


0 The 
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The LAWS of Ge DG. 


I/. T F you take a Man from any Point, that 

Man mult be played; the ſame muſt be 

done it two Men are taken fi Om it. ; 
2d. You are not underſtood to have played 

any Man, till you have placed him upon a 


Point, and quitted him, 


34. If you play with 14 Men only, there is 


no Penalty attending it, becauſe by playing with 
a lefſer Number than you are entitled to, you 


play to a Diſadvantage, by not having the ad- 
ditional Man to make up vour Tables. 
4th. If you bear any Number of Men, be- 
fore you entered a Man taken up, and which 
conſequently you was objiged to enter, ſuch 
Men, ſo borne, muſt be entered again in your 


er 's Tables, as well as the Man taken up. 
ys | 


5th. If you have miſtaken your Throw, aud 
play ed it, and if your Adverſar y has thrown, it 
is not in your or his rn to alter it, unlels 
both e agree to it. 
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